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Before you set out to protect the world as the Global Defense Initiative 
(GDI) or take it over as the Brotherhood of Nod. you better know 
something about the history of these two groups. Tiberium, and the 
modern world situation. 


NAP 
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Tiberium is powerful and valuable, but 
deadly to life on the planet. 


ind research is the source offlieallh for both GDI and the 
new research has resulted in same startling discoveries. 
been known berium posega particular t 
it been disco hat human exposure to the 


pn. People ex to Tiberium oer long perio 
r of Tiberium- maladies Many discover T crustals 
ally growing acted people ormed their 


n communi ant ce s "The Forgo While GDI 

has made efforts to assist fhese people i plight, its 
©, fumored that the BrotherhdBd is conduct i 
>- ments om The Forgotten. 


General Solomon may be seen as just a 
figurehead by some. but within the GDI E 
ranks, he is the ultimate authoritu. I 


Michael McNeil is dedicated to what he 
loves, and what he loves is to win— 
regardless of the cost. 
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Perhaps the most recognized face in the 
Tiberium world, Kane's charisma belies his 
brutal and terrible nature. 


H ule 


Slavik is brutal and dangerous, much like 
the man he lives fo serve. 


Nod forces are often whipped into a frenzy 
thanks to the efforts of the cunning and cal- 
culating Oxanna. 


BERTAN SUN x 


_ The destruction of the Brotherhood afforde w years of peace and gave GM the opportuni 
to delve further into Tiberium research. Nat any traces of the Brotherhood of Nod wer 
sought out and destroyed whenever pos new known that | the remaining Brotherhood 


forces have split into several faction: ig itself to be the true inheritor of Hane's — 


mantle of power. Sightings of the leger ary Nod ecam commonplace and were fodder 
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image enkai enen. 
Regardless of these small differences, the 


truth is terrifying: Hane has returned. Kane's return was viewed with some skepti- 
p : "etes ciem, but denial won't make the Nod 


leader go awau. 


R rhird, unpredictable group of en ant 
and Nod is The Forgotten. the mutants. Also called Shiners because of the 
Tiberium crystals that grow on their bodies, The Forgotten are the only 
remaining population indigenous to most of the temperate zones of the 
world. In their exile. The Forgotten have become formidable fighters in 
their own right, and are now able to stave off minor attacks from Nod and 
resist peace overtures from GDI. 


WM The Forgotten are h 

i powerful and intell 

fa : 
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More and more, Tratos has trusted Umagon to still had dreams of world 
make the right decisions for The Forgotten. ination. Tratos is assist 


Umagon, a mutant war 


camps for her ferocity in batti 
and her beauty. which seems - 


crystals that grow on her body 
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Tratos provides as well as he can for his 
mutant brethren. While he would like fo trust 
GDI. mistreatment at the hands of nonmu- 

tants has left him wary. 


Although you play as either GDI or the Brotherhood of Nod, it’s a good idea to 
become familiar with both armies’ units. There are two reasons for this. First. 
it just makes sense to know what you're up against. Second, and more impor- 
tantly, the engineer's ability to capture and use enemy structures allows you 
to produce both Nod and GDI units in many missions: you should understand 
what you are using and producing. 


INFANTRY 


Light Infantry 


GDI light infantry are inexpensive but 
vulnerable. 


The basic GDI military unit is the light infantryman. Only in 
GDI missions where you build a base, can you create light 
infantry. one of the first units available to you in every 
mission. Although not powerful, light infantry are inexpen- 
sive and can be built quickly. They're armed with a type of 
machine gun that is very effective against unarmored 
enemies, but is not as useful against tanks and other 
well-protected Nod forces. Use light infantry in large 
groups for additional firepower whenever possible, but 
beware that large groups are vulnerable to being crushed 
by heavy Nod vehicles. 


Disc Thrower 


For ballistic attacks and defense against armored Nod units, disc 
throwers are the cheapest and most easily built GDI unit. GDI 
redesigned the hand grenade to a disc form capable of being 
hurled great distances. Disc throwers are able to project these 
grenades into Nod troops before Nod can move into position to 
ire. The disc's design also allows it to ship off the ground 

Le Kah foes farther away. Discs that miss their target tend to 

a ee pee - ff terrain at odd angles, sometimes coming to rest near 

More effective against armored unite i s. Use them carefully. 


than light infantry, disc throwers are 
also unpredictable. s 


pd attacks 
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Non-combatant engineers have several uses 
that make them extremely valuable. 


fenseless and cannot \) 


in combat. Placing medic 
it then press (G)] causes 


== Another noncombatant unit, medics keep 


your infantrumen healthy. 


While effective at stopping incoming Nod 
forces. Ghoststalker is best used inside a 
Nod base. 


The Harvester is vulnerable to enemy fire l r [ P O 1 nnd Gere B powe B 
and cannot attack, but it ie arguably the most arveste i nif n nf e ar Blue n ap 
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much faster and more durable. 


i Titan 


The Titan fills the role of a normal tank in the GDI army. 
Instead of treads, this large assault weapon is mounted 
on two jointed legs—the Titan walks, rather than rolls, 
across the battlefield. Titans are armed with powerful 
weapons capable of quickly blasting through armored 

and structures, and they have weaponry that makes 

elatively effective against softer targets. Because 

r versatility, Titans will make up the bulk of GDI 

. They can stomp on infantry that tanks and other 

E Sees epee ahi alia vehicles would drive over. Most important, Titans 
capable of Sewer oense dnd derenae- ; ‘cellent range with their weapons and can destroy 


The APC is comfortable on land and 
water. It can't fight. but it can carry up to 
five infantry units much faster than they 
could walk. 


Nod forces rely heavily on surprise for success, which 
makes them difficult to deal with at times. The MSA is the 
best defense against this Nod strategy. When deployed. this 
large vehicle spots cloaked or subterranean Nod units with- 
in a large radius. Although not revealed on the radar map. 
the locations of these enemy units are revealed on the 
main game screen. This information helps you prepare for 
ES the arrival of the underground units, or attack the stealth 
; units before theyre ready to defend themselves. 
The mobile sensor array (MSA) can spot * : : 
hidden or subterranean Nod units and alert As ifs hame implies, you can move the MSA fü 
|| you to their presence. different points on the battlefield to spot hidden 
P Nod defenses. Have them guard approaches 
on your base. too. 


These hovercraft launch long-distance 
rockets. Their biggest advantage is speed. 


Disruptors can destroy Nod forces quickly, 
but their attack can easily damage your own 
units and structures just as effectively. 


Hover MRLS 


Another innovative GOI departure from tank technology is the 
mobile rocket launching system [MALS]. A hovercraft. this unit 


| flies a few feet above the ground or water. so it's capable of 


amphibious assaults. Use them to provide cover for APCs when 


E attaching a Nod base. MRLSs are also excellent in 


conjunction with other GDI units on the attack because their 
rockets allow powerful strikes from long distances. Don't have 

them lead an attack, though: their fragile nature makes them 

better support units. Heep them outside of the enemy's 

range while hitting with power. 


Disruptor 


Disruptors are the most difficult unit to use effectively in 
Tiberian Sun. Not nearly as fast as other GDI vehicles, 
Disruptors are especially dangerous to your own forces in 


© the back ranks of an attach. Their main strength, and main 


use, is in the powerful weaponry they mount. The 
Disruptor cannon destroys any unit or structure it hits by 
literally shaking it apart. Unfortunately, the weapon can- 
not distinguish between friend and foe, so an ally that 
crosses the beam's path will sustain significant damage. 
Disruptors are fragile vehicles, making them a poor choice 


for leading an assault. They are best used in flanking attacks where they can avoid the brunt of 
enemy fire and bring the full power of their weapon to bear strictly on Nod units. 
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necessary. 


Because the massive Mammoth is so 
new and experimental. you are limited to 
owning only one ata time. 
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This noncombatant vehicle is 
new base for GDI. 
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This combination of infantry and machinery 
allows GDI to attack in a unique manner. 


ae 


The basic GDI aircraft, Orca Fighters are vul- 
nerable to SAMs and rocket infantry. 


Slower than the Orca Fighter, the Orca 
Bomber can quickly destroy Nod structures 
-Or incoming attack convoys. 


. For bard deetment, nothing is as useful as this massive 
aircraft. While the Carryall is 'a-noncombatant, it can trans= 
port military vehicles To and from the battlefield quickly, 
sending fresh units into-the-frag and pulling back damaged 
ones to.bewepaired. Most importantly, Carryalis can be used 
to transport your Harvesters to and from Tiberium fields, 

ES allowing n much more-rapid ieee. 


The Carryall can pull damaged units from the 
fight and take them back to the GDI base. 


BROTHERHOOD OF NOD FORCES 


The Brotherhood of Nod, thanks to years of Tiberium research, hae developed a number of innovative 
weapons to employ in its battle with GDI. The extensive use of Tiberium makes some of their units a little 
more expensive than their GDI counterparts. but the power and special abilities possessed by these units 
"ERE Es umm is worth the additional cost. Nod forces traditionally use 
i ; — | surprise and fear as- hey weapons against their foes. The 
= units you command in the Brotherhood give you the ability to 
strike terror into the hearts of the GDI Iroops—and to do it 
from the shadows. 
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: Light Infantry 


Nod Infantry are cheap to build and can be 
created quickly. 


Rocket Infantry is effective against GDI 
vehicles and can also be used to defend 
against GDI aerial attacks. 


A blend of human and machine. Cyborgs 
tower over the battlefield. 


ES Rocket Infantry 


Rather than possessing grenadiers, Nod has developed a 
soldier carrying a shoulder-mounted rocket launcher. 
These rocket infantrymen are able to dish out impressive 
damage against armored GDI targets and structures. More 
importantly, rocket infantry can strike GDI aircraft, and 
en the most cost-effective means of protecting a 
se from an air attack. The rockets are not as 
ve against GDI infantry. but still deal a good 
t of damage. The rocket launchers weight makes 
troops considerably slower than Nod's standard 


Like GDI, the Brotherhood relies on engi- 
neers to take over enemy bases quickly. 
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able. They are cape 
an astounding rate of fire 
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inother important C bora 
therhood has no equivale 


The Cyborg commando is a threat to any GDI 
unit or structure it encounters. 


! Cyborg Commando 


Cyborgs that perform well under pr SSU e are refitted 
with new equipment and given a promotion to the rank 
of Cyborg commando. No other single unit presents such 


a significant threat to GDI. As such, its an excellent 


for leading assaults on heavily fortified GDI 


B emplacements. Powerful enough to go toe-to-toe with 


anything in GDI's ranks, this unit is heavily 
armored and difficult for GDI to destroy. When a com- 
mando's health gets too low. its legs blow off. leaving 
the torso. If the torso gets healed. it can be hard to spot 
by the enemy. giving you an extra advantage. The Cyborg 
commando, like the GDI Mammoth. is experimental, so 


you Can only possess one at any given time. Like regular Cyborg troops, the commando can 
ald iu Tiberium. 


The Mutant 


ticular missions o he GDI and Nod. 
witiplayer-game, 
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The Mutant Hijacker steals enemy vehicles the 
same way engineers capture enemy buildings. 


Nod's Harvesters are its most important link in 
the Tiberium-fueled economy. 


Attack Cycle 


Nod's fastest ground unit is the Attach Cycle. While if 
trades armor and firepower for speed, these bikes are still 
capable of taking a moderate amount of damage before 
being destroyed. They fire twin rockets capable of inflict- 
ing fair damage against armored ground targets. They can 
even attack aerial foes once they reach Veteran status. 
Able to take care of themselves if they must. i] 

rely on speed more than weaponry to avoid. 

speed makes them useful reserve units for B 

If there’s a critical breach in base 

Attack Cycles can quickly plug the hole temporari while 
more powerful units move in to seal it up. 


More durable than the Attack Cycle, Attack 
Buggies are relatively quick and offer decent 
power for a low price. 


Tick Tank 


Nod's basic light battle tank has undergone a serious modi- 
fication. On the surface, Tich Tanks are nothing more or less 
than standard tanks. When commanded. these vehicles can 
burrow down into the ground, much like a tick on its victim. 
leaving only a small part of the chassis and the turret 
exposed. In this position, Tick Tanks have the same range 
as when undeployed, but can take much more damage 


The fastest ground unit available to either 
army, Attack Cycles make excellent scouts 
and perform well in fast strikes. 


The versatile Tick Tank will be your main 
assault vehicle and will have a large role in 
defending your base. 


before being destroyed. Tick Tanks cannot p BE 
move when dug in, and switching from 

deployed to disengaged or vice versa. takes. 

several seconds. In either position. Tick 

Tanks are vulnerable to enemy fire 


Artillery 


Nod's traditional method of attack has been to hit with 
surprise and then fade into the shadows. To this end. the 
Brotherhood has developed powerful artillery units Capable 
= of destructive strikes from a tremendous distance. Nod 
| artillery, when it hits, causes tremendous damage. 
There are several drawbacks to using artillery. First. 
-— they are most useful against stationary targets because it 
PROP ground Based willl oes pure takes the shell longer to reach its impact point. Second. 
range and potential for destruction as Nod ^ z a : a 
Aden because of Ihe gun's recoil. Artillery pieces cannot fire while 
— moving. and cannot move when deployed. Artillery units need 
support to Keep them safe and a few advance scouts to help 
find targets for them. 


bterranean APC _ 
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Worried that your infantry is vulnerable 
during transport? Nod's APC takes care 
of that problem in a unique way. 


Nod's mobile repair vehicle (MRV) is the 
technological equivalent of GDI's medic; it B - gn 
repairs vehicles, not infantry. 
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Devils Tongue 


1 
d 
E 
i 


Few things on the battlefield inspire fear like the thought of - 
being roasted alive. The Devil's Tongue is a tank armed with 
a huge front-mounted flamethrower capable of incinerating 


move undergroum 
unsuspecting GDI 


Inspiring fear in the hearts of anyone who 
confronts it, the Devil's Tongue combines 


surface rough gr : - l stealth and destructive power into one 
main weakness of t icle t of. deadly package. 


Hidden until it attacks, the Stealth Tank 
makes a perfect guard for Harvesters 
and an excellent unit to initiate an attack 
on a GDI base. 


ARDANIN 


MSAs are much more useful for the Nod play- 
er in multiplayer games for spotting units 
from enemy Nod forces. You won't have much 
need for them against GDI. 


Another tupe of Harvester, the Weedeater 
looks for veins, rather than crystals, of 
Tiberium. 


hicles, although a large group 
j even the most | 
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The next generation of aircraft technologu. 
Banshees are fast and deadly. 


y aly a huge laum 1 mower l 
Tiberium veins and collects th 


Tiberium Waste Facility. Tiberium veins can only be 
used to produce chemical missiles, so they are not 
added to your funds when gathered. Weedeaters. like 
Harvesters, have no effective means 
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Effective against lightly armored foes, 
Harpies are the newest breed of Nod attack 
helicopter. 


Battles in 7/Zer/ag Sun will take you all over the map. but you'll usually 
spend most of your time in your base beefing up defenses. building new 
troops, and adding structures to increase your power. Understanding 
the function of each structure is critical to your success. The proper 
balance of buildings is as crucial to winning a scenario as the proper 
combination of units. 


mber of structure up 
neries remain the same 


This structure is the heart of your base. Without it, you 
cannot expand or replace any structures: the 
Construction Yard is directly responsible for producing © 
every other building in your base. In every mission 

where you possess a base, you begin witha 
Construction Yard or at least an MCV that 


Hum 
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GDI's Construction Yard is the central struc- 
ture of virtually every GDI base. 


Barracks 


One of the first and most important structures 
to create is a Barracks. which trains all infantry 
units. Basic light infantry. disc throwers, engi- 
neers, medics. Ghoststalker. and jump jet 
infantry are all created in this small. tent-like 
building. Barracks are necessary fer building 
some of the more advanced Structures. 

All of GDI’s infantry, including the more 


specialized jump jet infantry and Ghost 
Stalker, are trained in a Barracks. 
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? However, the War Factory can build only a 
i The War Factory builds all of your vehicles. types on its own. More advanced vehicles 


al 
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Helipad 


GOI relies on its air force to harry the Brotherhood. 
To create aerial units. you must possess at least 
one Helipad. This structure is also used to rearm 

and refuel your units after they return from 
attacks. If you lose your Helipads. your aircraft 
[except for the Carryall) become worthless. While 
only one Helipad is necessary to produce an air 

. force. having several allows much more rapid 
rearming, resulting in even faster redeployment. 


At least one Helipad is necessary to build 
and rearm aerial units. 


With a Service Depot. you can repair dam- 
aged vehicles for much less than it coste to 
build new ones in the War Factory. 
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GDI's Tech Center doesn't produce anything itself. 
without it, unit availability and defensive options are 
limited. The Tech Center is required in order to 
produce the Firestorm Generator. one of the most 
powerful and effective base defenses available. It is 

also required for the lon Cannon Control Plug and the The Tech Center allows production of 
Hunter/Seeker Control Plug for the Upgrade Center. It advanced unio edciures. qna Cee 
also allows you to produce Orca Bombers, Disruptors. 
MCVs. Ghoststalker, and the Mammoth MK. Il. 


Two of GDI's most powerful and effective 
weapons are available only from the 
Upgrade Center. 


The lon Cannon Control Plug offers access 
to the incredibly effective lon Cannon. 


Fitting this Plug into one of the upgrade slots 
in an Upgrade Center allows quick strikes 
against powerful enemy targets. 


Although you'll spend most of your time in your base dealing with producing structures, the auxiliary 
structures described in this section are equally important. These buildings control the overall well-being 
of your base by providing power, storage. and income. Vou won't have much reason to actually visit 
these structures, but you'll spend some time building and maintaining them. The fragile nature of most of 
these buildings makes them tempting targets for Nod troops. so protect them well. 


Without Power Plants, your base functions at 
minimum efficiency. 


The power output display, located just to the right of the main screen area, shows how much power your Power 
Plants are generating and how much your structures are using. The indicator shows how much power you need to run 
your base efficiently, while the bar itself shows the amount of power you are producing. If any of the bar is green, 
you have more than enough power to run the base. As you add more structures. the green will turn to yellow. then 
red. An entirely red bar indicates that you need more power and should add another Power Plant. 


a great addition to your Power Plants. 
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ver While you'll turn most Tiberium into buildings or units - 
immediately, sometimes the harvesting operation 


will outstrip your ability to spend. Because excess 
Tiberium is simply lost. it makes good sense to have 


a Tiberium Silo of two to store the surplus. Tiberium - * 
: . Silos are incredibly fragile and easily destroyed— : 
not ro mention quite explosive——so protect these — 


buildings with great care. 


GDI commanders wanted a way to increase available 

power at their bases without compromising space for 
other structures and units. The result was the Power 
Turbine, a small plug that fits into a regular GDI Power 
Plant. Each Turbine adds a small amount of power to boost 
the amount of energy available. The main benefits to the 

i Power Turbine are that they require no additional ground 
' - Y space. are cheap to build. and can be created rapidly. 

en elon else Mem Each Power Plant can hold two Power Turbines. 


Your Tiberium Refinery is the center of your 
economic operations, and it is your economy 
that drives your war machine. 


Tiberium Silos store additional units of 
processed Tiberium for use at a later time. 


The Radar Installation offers an overview 
map that lets you view sheng enemy units 
before na strike. : be 
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Radar Installations are a tremendous power drain. Make 
-.. have enough power available before buildin 
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CAUTION x DEFENSE 


While Walls can help prevent : : i 
enemy units from entering | Active and passive base defenses are available to help 


your base, they also prevent keep attaching Nod troops out and kill those who do 
your units from leaving. manage to breach the outer perimeter. 


Concrete Walls 


The least expensive way to prevent Nod troops from 
sneaking into the back corners of your base is by using 
large Concrete Walls. Nothing more than static defense, 
these Walls prevent all ground-based units from easily 
entering your base. Subterranean and airborne Nod units 
Can pass under or over Concrete Walls, but for cheap 
protection. theyre a good choice. 


For keeping the enemy out of your base's 
sensitive areas, Concrete Walls are cheap 
and effective. 


It may not sound important, but Pavement 
can save you a lot of hassles. 


i R X t^ # 4 $ 
enr s base defense system relies on the component 
Tower. Useless by itself, this small struc 


e: Tower. This versatilil | 
pce and augment ae base defenses as echnology 


; GDI's basic base-defense structure is the 
"de ee a Component Tower. 


Vulcan Cannon Component 


GDI's lowest form of active base defense is 

the Vulcan Cannon Component. This piece 
actively attacks incoming Nod units. The 

s 's twin high-powered machine guns 
{ lighter vehicles. but 


Vulcan Cannons provide excellent defense 
against infantry and lightly armored vehicles. 


RPGs are a much more effective means of 
defending your property than the Vulcan 
Cannon. 


The SAM Upgrade is GDI's only structure that defends 
effectively against air attack. Useless against 
anything on the ground, this upgrade launches salvas 
of missiles against anything approaching from the air 
that isnt a friendly unit. Use SAMs in 


conjunction with ground defenses to protect them 
from being destroyed by Nod's ground units. 


The EMP Cannon can be used as a precur- 
sor fo attacks or to blunt an approaching 
enemy group. 


A base without SAMs is a base waiting to be 
destroyed from the air. 


By themselves, these structures are completely worthless, 
but. when used with Firestorm Walls; they completely seal 
your base. The Firestorm Generator produces a tremendo 


The most powerful form of base defense, 
Firestorm Generators let you completely seal 
off your base. 


Just as the Firestorm Generator is worthless A 


without Firestorm Walls the Walls have no value without s, — vene 
the Generator. When the Firestorm Generator is activated. 
Firestorm Walls create an infinitely high. impenetrable 
force field that prevents any units from breaching your 
base. 
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tactics than the Brotherhood. Also, the Nod version of the GDI Service Depot is actually a 
vehicle, meaning there is no Nod structure equivalent. As the Nod commander, this can 
work to your benefit because you have less infrastructure to build and — less 
room for your base. 


Like the GDI commander. you'll spend most of your time in your military structures 
when you're on your base. As the Nod commander. al have o fema structures to 


Use Firestorm Walls to seal off your base 
perimeter or important areas inside your base 
E 
The Brotherhood uses fewer, although more versatile, structures than GDI. Nod's defenses are 
much more straightforward than GDI's because GDI tends to use more straightforward offensive military 
incursion. 


The heart of your base, the Construction Yard 
produces all other structures. 


All Nod infantry units are created in this 
odd-shaped building. 


The War Factory produces all your vehicles, 
making it one of the most frequently used 
buildings in your base. 


The Nod Helipad is identical to the GDI Helipad in 
all important respects. 


Helipads are necessary to rearm Harpies 
| and Banshees for further attacks. 


| Tech Center 


Nod's Tech Center allows the production of some very 
interesting structures and units. While you can create 
Tick Tanks and other basic units with just the War 
Factory. you gain the ability to build your more 
powerful units with the Tech Center. Your Stealth 
Tanks. Devil's Tongues, subterranean APCs, and MCVs 
all depend upon this structure, as do several of your 


Your most interesting base defenses come more important advanced buildings. 
from the Tech Center, which also provides a 

few innovative ways to sneak up on GDI 

forces. i 


Missile Silo 
When uou create a Missile Silo. it begins 
building multi-missiles automatically. You can 
produce chemical missiles only after building 
a Tiberium Waste Facility. Mis il 
launch their destructive p 


point visible on the map. For harassing GDI, few things are as useful 
or as potent as the chemical missiles 
launched from your Missile Silos 


= Temple of Nod — 


To function at maximum efficiency, you need a number of structures that do not directly pro- 
duce units. You'll find that many of these buildings are critical to your overall success, but. 
like the GDI commander, there is little need to check up on them. These structures tend to be 


fragile and defenseless, and must be protected in all cases. 


Your basis of power is the Power Plant, which 
provides energy to all your structures. 


Advanced Power Plant 
To get more power, Nod has developed Advanced Power 


Plants. These buildings have a slightly larger footprint 
than the basic Power Plant. This additional spare] is more 


The economic heart of your operation is the 


Tiberium Refinery. : 
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More expensive and larger than a regular 
Power Plant, the Advanced Power Plant pro- 
vides a tremendous boost to your available 


energy. 


Cheap. power-efficient, and small, 
Tiberium Silos provide a great amount 
of storage. 


In the important ways, your Radar Installation is the same as 
one created by GDI. The most important difference is that 


Your Radar Installation provides an overview 
map of the terrain and allows the production 
of important and powerful units. 


ay 


The Tiberium Waste Facility is used to turn 
Tiberium veins into a substance useful for 
the creation of chemical missiles. 


Naturally, you'll do your best to destroy any GDI bases you 

encounter. GDI will be trying to do the same to you. too. While 
infantry and vehicles contribute to the defense of your struc- 
tures, the defensive structures you create provide the bulk of 
your base security. 


This static defense prevents ground units 
from entering your base. 


Pavement allows your units, especially your 
vehicles, to move much more quickly. 


Laser Fencing is a significant power 
drain, but effective walls can be created 
very rapidly. 


Automatic Gate 


The Nod Automatic Gat is identical io the me Automatic 


Automatic Gates let your units to move in and 
out of your base freely without the worry of 
GDI units breaking through. 


Equally effective against infantry and vehi- 
cles, Lasers are your most basic form of 
base defense. 


In most respects, the Nod SRM Site is identical to the SRM 

Upgrade for GDI's Component Tower; but Nod SAM Sites hi 
slightly larger footprint. Use these in small clusters tt 
quickly with any GDI airborne assault. 


Nod's basic aerial defense is 
the SAM Site. 


The wickedly powerful Obelisk of Light can 
crisp any GDI unit in a heartbeat. 


Powerful as a base defense or as a precur- 
sor to attack, the EMP Cannon can only fire 
every few minutes. 


The ultimate in keeping the location of your 
base private is the Stealth Generator. When 
active, it keeps everything in a large radius 
completely invisible. 


ms 


Whether you play as GDI or the Brotherhood of Nod. many missions involve creating a base of 
operations. A base provides a center of power from which to work, allowing you to create new 
units and gain the capability to build increasingly more powerful units. Without a base. you're 
limited by whatever units you have, and losses 
are permanent: your power diminishes as you 
encounter the enemy and take damage again and e 
again. With a base. you grow ever stronger. : 
At least, you grow ever stronger with a d 
properly managed base. 
When a base is designed to maximize your 
power, maintain open traffic lanes for your units, 
and ensure the ability to grow larger, few things 
can stand in your way. Building and maintaining a — 
viable base makes you difficult to defeat. 


whether you are playing against computer Al or ae 
Having a base helps get you ready for a 
against humans. 


good, long fight. 


STRUCTURE LOCH 


Where should you deploy the MCV? 
Near Tiberium and near the edge of 


the map is best. 


| Not only does deploying the MCV in a corner prevent attack 
from two sides—it removes the need to place defensive 
structures in these locations. This saves lots of 
time and a Lremendous amount of money. 


Proper base management means that 
every building, if necessary, should be | ch essible from ü "roa n 


accessible to an engineer. un inside if the structure 


cation and rough layout, it’s time to learn the thre 
Bach. and base defenses all around. 


Factories Up Front 


RI first, it seems counter-intuitive to place your most important structures at the front of the base where 
they'll be most vulnerable to attack. Enemy engineers would like nothing more than to fake your military 
buildings and use them against you. Obviously. this is a situation you want to prevent, and this is a danger 
that comes with placing these buildings toward the front. However, something has fo be at the front, and 
these buildings are the most suited for this position for a number of reasons. 

For the GDI player. "factories" means Barracks, War Factory, Service Depot. and Tiberium ee 
For the Nod player, it refers to the Hand of Nod, War Factory, m T 
Tiberium Waste Facilities. and Tiberium Refineries. rz 

Placing the Refineries toward the front gives your 
Harvesters quicH and easy access in and out of the base. 
allowing you to build wealth quickly. Placing unit-producing 
structures here lets you get fighting units into battle quickly. 

For GDI, a Service Depot near the front lets you get units in 
and out quickly. [Just think how difficult this task would be if 
the Depot were at the rear.] 

While your Construction Yard is considered a production 
structure. it does not have to be near the base's front. In fact. RES 
the best place for it is toward the rear because it doesnt Structures that produce or interact directly 


need [p be near areas where new units are deployed. with vehicles must be easily accessible; this 
: - : means putting them up front. 


* Nonproducers In the Back 


: Anything that doesn't directly produce units, repair units, or 


_ process Tiberium should be kept closer the back of your base. 
| where enemies will not have easy access. 


- depend on its existence. Losing Radar means losing the ability to 
| produce aerial units. 


Of course, you can't have everything at the back. Only a few 

structures can really sit all the way against the map‘s edge: 

your Construction Yard should be one. Next in line should be 

Power Plants. These buildings are absolutely critical to your 

viability and are also terribly fragile. Put Tiberium Silos here, too: P 

they re vulnerable and easily destroyed, and because they're — 

small, they fit into tight spots nicely, Pas dd e a 
The Radar Installation also requires a protected location 


a 
because so many advanced units and more powerful structures ( i (— 


Nod Stealth Generators protect units within 
a radius around them. This naturally means 
2 = that you should place them in 


The middle part of your base should house all other many different locations in 


! structures—tech Center, Helipads. GDI Upgrade Center. Nod Misie J NOTE your base. 
Silos, and the like. These tend to be durable enough to take some 
damage before being destroyed, and with your well-planned me | v 


lanes, you can move in quickly to defend and repair them. 


Base defense is important on the inside of 
your perimeter as well as along the edges. 
especially when commanding a GDI base. 


WALL PLACEMENT 


Placement of Walls is important enough to merit a discussion separate from other defensive structures. 
Whether normal Concrete Walls or the more exotic Laser Fencing or Firestorm Walls, these structures are some 
of the more important things you can create in order to channel your enemy in a particular direction. 

Often you can avoid placing any Walls against Al, which tends to send smaller assaults at regular intervals. 
The hardest Al level. and human opponents, will attack you in massive numbers. Walls are essential in these 
situations. if only as a means to slow the attach. 
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Any kind of Walls stop the enemy effectively. Opposing forces must 
destroy Concrete Walls, disable Laser Fencing emitters, or simply 
wait until impenetrable Firestorm Walls become inactive. Of course, 
you can't entirely surround your base with solid wall; you do need 
some entrances so your own units can get out. This entrance must 
be heavily guarded and protected. 
The old Concrete Wall is still the most cost-effective and useful 
wall around. Laser Fence emitters are easily destroyed. and knock- — ; 
ing through a couple of them will create a breach. Firestorm Walls e EUR mmn dons UE PE E 
only stay active for so long before they become completely : 
worthless. Concrete, though, must be demolished, and this takes 
time—time lb a it to sias Lie a i units to the trouble area to retaliate. 


ability to shoot over the concrete. 


iple of defensive units or structures at tt 
0 cul it. E agal ta | 


The entrances to your base should be 
guarded heavily enough that they severely 
blunt any enemy assault before it reaches 
the interior. 


Access In and Out 


Rs previously mentioned, you can't box in your entire base 
because doing so will prevent your own units from leaving. You 
must give yourself some access in and out of the base. 

A minimum of two exits is best. Having a single exit makes it 
easy for the enemy to bottle you up. If your Harvesters can't get 
out, youll eventually run out of money and slowly become 
weaker while the enemy brings in more and more units. Even 
the most creative and deadly base defense will wear down 
eventually under constant fire. 

A second exit is also helpful for launching counterattacks. 
While your enemy butts his head against your base entrance, 
you can slide a few units out the side door and attack his 
flanks, hopefully softening his attack without losing too much 


Walls keep the enemy out, but they can also 
keep you in. Your goal is to make it difficult 
for the enemy to get through, but easy for 
your units to move in and out freely. 


yourself. This reduces wear and tear on Walls and defensive structures and reduces the need for 


expensive repairs after the batte. 


If the battle goes badly. a second or third exit can allow you to slip a few important units,ike an 


MCV of a Couple of engineers, out of the base to rebuild. 


Base start-up is always tense because you 
are vulnerable to enemy attacks. Fortunately, 
initial attacks tend to be small enough for 
your starting units to deal with. 


” i 
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Building a second Harvester Che minute yo 
Factory helps kickstart your Tiber f 
expand much more quichly 


Couch-and-go until 
begins working, but its 


After you have more power, it's time for a Radar 
Installation. All the most powerful units rely on 
this as a prerequisite, so creating it early is 
always a good idea. Create a few more units 
and throw up some basic base defenses on 

the current base perimeter, and you have estab- 
lished the heart of your operation. Now you can 
take steps to make your base really click. 


Maintain a close watch on your power meter 
next fo the main game screen. If you think you 
might need more power, you probably do. 


A proper GDI base is difficult to break through, 
but tricky Nod forces will certainly try. 


Dinda 
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GDI’s use of conventional tactics makes 
your unconventional base defenses even 
more useful. 
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TIBERIUM BANICS 


Even though Command & Conquer Tiberian Sun is a game of military strategy. 
the most effective way to win is through economic superiority. In any 
mission where you control a base, everything is dependent on your ability 
to quickly harvest Tiberium. Building units and structures, repairing dam- 
aged buildings. and using service facilities all require the use of Tiberium. 
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The same is true for your opponent. Whether you 
are playing against Al or humans, their production of 
units and structures is entirely dependent on Tiberium, 
too. When an army has a steady, abundant supply of 
Tiberium, it's difficult to defeat: losses are replaced 
quickly, damage is repaired, and new and more 
powerful structures and units are created constantly. 
Without Tiberium, damage and losses are permanent. 
An army cut off from its Tiberium supply is an army ic. =o mA 
that can be overwhelmed by a massive rushing attack Tiberium fields are the source of all of your 
or slowly chewed up by attrition. wealth, es makes them the true source of 

There are two types of Tiberium: Green and Blue. See 
Green Tiberium is much more common and is about half as valuable as the Blue variety. A 
Harvester filled with Green Tiberium brings in 700 credits—not quite enough to build a Tick Tank 
or Titan. A Harvester loaded with Blue Tiberium nets 1.400 credits—a substantial haul. But 
besides its rarity, Blue Tiberium is also highly explosive. Errant shots that land on it have a 
disturbing tendency to cause chain reaction explosions that can wipe out entire attack convoys. 

A Harvester filled with Blue Tiberium, if destroyed, can destroy several nearby buildings. Handle 
this substance with extreme caution. 


Given a choice, harvest Blue Tiberium in 
preference to Green because of ifs value, 
but handle it carefully! 


PRIMA'S OFFICIAL STRATEGY 


Tiberium fields are deadly for regular 
infantry, including engineers and medics. Go 
around whenever possible. 


EFFECTIVE HAR\ 


Multiple Harvesters mean a constant supply 
of Tiberium, which means a constant ability 
to increase your strength. 
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Working the Tiberium fields near your base 
allows you to pull Harvesters back to safety 
when threatened. 


esters into the 
£ in these c 


Lone Harvesters are easy prey for 
enemy units. 


he nefit of ueening tit E rium fields you're harvesting 
T ake ds. Your units will automatically attac 
iesters work unmolested. 


If these Harvesters mounted guns, there 
would be a pitched battle between them. As it 
is, both Nod and GDI have laid a claim on 
this Tiberium field. 


Silos make cheap and effective storage 
places for Tiberium. Keep these safe from 
enemies. 


. Destroying an enemy Harvester is a 

. significant event. They are costly and time- 
consuming to replace, and while they are 

. being built. powerful military units are not. 


while Making your approach, try t 
assaulting the base 


With the front of the enemy base in view, but 
Artillery and Lasers out of range. this group 
waits for the next Nod Harvester to pass by. 


ATEGY 


S OFFICIAL STR 


PRIMA' 


irected to grab 
ies and full Silos whenever possible. 


Engineers should be d 
finer! 


Re 


Very few scenarios in this game don't involve combat of some kind. In those 
where combat is scarce you must avoid fighting to the best of your ability. The 
last chapter describes the importance of your economic system in 7/72/7727 sun, 
and although it’s true that your economy drives everything in the game, the 
reason you have it in the first place is to develop your military. 
Harvesting and refining Tiberium is the heart of 7/Zerzaz Sun. Fortunately, it's 
not what you spend most of your energy on. The majority of your time and 
effort focuses on planning for battle—at your base. at the enemy's base. or 
somewhere in no-man‘s-land between the two. Knowing hou. where, and with m 
what to attack makes all the difference. m" 


Most of your time will be spent planning 
attacks, conducting assaults, and repairing 
afterward. 


enemy bases, infantry units shine as defensiv 

units in your own base because you can posi 

them strategically. 
The best place for infantry. particular 

infantry, medics, and rocket infantry. 

rain difficult or impossible for heavie 


traverse. This keeps infantrymen 


Rough terrain is the best place to set infantry 
because it keeps them from under the treads 
of enemy vehicles. 


de 


APCS help keep infantry with the rest of 
your force. 


Titans are a great all-around unit because of 
their durability and power. 
i 
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Tick Tanks are well suited to base defense 
and for assautting enemy positions. 


A force of Disruptors will likely be wiped out. 
They aren't durable enough to stand up to 
much damage. and have a tendency fo get 
in each other's firing path. 


On offensives. place artillery pieces clase enough to the 
enemy hase sa they can provide additional support after 
7 the perimeter is breached. Have them target 


I) something slightly inside the base first. Then, 


when they deploy. switch their target Co a 
Kien structure. When Ehe defenses are 
estroyed. the artillery pieces will still have 

availa iin targets inside the GOI base without having 
to move and redeploy. 


Artillery pieces, when used efficiently, can 
deal devastating blows fo GDI units. 
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Don't worry if you lose a few scouts. You 
must find the enemy base, and this is the 
best way to do it. 


. The Nod Attack Cycle is the premier scout 
| unitin Tiberian Sun. 


When you've spotted the enemy base, pick a direction 
and figure out its dimensions. Follow the walls to get an 
idea of general size and shape. You will draw fire from the 
defensive units in the base as Well as the defensive 
structures. This is significant when it comes to exploring 
Nod bases because of the powerful Obelisks of Light. Your 
first scouting unit, whether GDI or Nod. will likely be 

| destroyed. But if you can. pull it back and repair il. 


Now that you know the general location of the enemy 
base, it’s time to learn specifics about the layout. Send a 
few more scouting units to get a better feel for the base's 
dimensions. Try to expose the terrain all the way around 
the base. Have a couple of other fast units expose the 
terrain away from the enemy base, which allows you to 
see what is going on around the enemy base and give you 
a good idea for a staging area for your attacks. 

With the outline of the base complete, or at least fairly 
complete, it’s time to lose a few units. Select one of your ee ee 

p better idea of the layout of the enemy base. 
scouts and try to locate a gap into the enemy base. Some Finding where the Power Plants are will make [iM 
bases will be completely walled off. which makes this your life easier. : 
impossible, but others will have openings. Run the unit directly 
through the gap and try to reveal as much territory inside the base as possible. 
Plants, Barracks or Hands of Nod, Refineries. silos. and construction 


[| m | 
WHAT TO HIT 


Beyond the initial base defenses. you have several options as 
targets. Should you take out the unit-producing structures, 
crippling the enemy's ability to replace losses? Should you take 
out the Refineries, damaging their economy? Should you look 

| for other defensive platforms and take them down, making 

| future assaults easier? 

The answer is situational. It depends, in part, on the scenario 
js P and the tactics you have decided to employ. If you re depending 
An unpowered base is a base waiting for on an air force to Sweep in and deal death from the skies, your = 
destruction or capture. attaching units must find and destroy SAM sites. This will greatly 
increase your air force's ability to fly in unhindered and strike 
with few losses. 


Few things are as gratifying as watching the 
enemy Construction Yard engulfed in flames. 


Remember to keep your attacking force 
separate from your defensive units. 


Staging your attack near the enemy base 
allows you to put your units into combat at 
roughly the same time. 


| SETTING GOALS 


Most attacks on enemy bases fail to destroy the enemy 
hase. So much is going on in an enemy base and so many 


Once inside the enemy base, move accord- 
ing to plan—or expect your assault to fail. 


Power Plants to deactivate the base. vou can fairly ae accomplish: 
decent force. 


Goals should be specific. “Blow up some build- 
ings“ is too general. Hitting a few specific targets. 
ing a perimeter inside the base and taking 


A few buildings down, a few more captured, 
and the assault force is still in good shape— 
this is a successful base attack. 


NOTE While the attack is underway, monitor your units’ progress. If things are 
going well. and most of your units are still in good shape, set another goal and 
5 try to reach it. Don't become too lofty with these secondary goals. You don't 
vl want to overextend your force and lose all the gains you've made so far. If 
things are going poorly, retreat. reassess the situation. and try again, either 
with more units, using a different tactic, or from another direction. 


RETREATING 


There will be times when you make a poor judgment call. 
Maybe a part of the base you thought was lightly defended is 
actually a fortress, of maybe you simply didn't bring enough 
firepower to get the job done. This isn't a problem: there's no 
dishonor in retreating. Fighting to the last unit is a waste of 
money, because the destroyed units must be replaced. Repair 
is always less expensive than building anew. 
A disorderly retreat is likely to get your units Hilled off. If s 
uou just tell everyone to run for your base. you'll take losses While the main force pulls back, a few unite 
as uou pull back and enemy units pursue. There's a better way Sacrifice themselves to pravide covering fire. 
to retreat that will cost some units, but not nearly as many. 


Designate a small group as your covering 
force when you retreat using the Group command. 
Tell the main force to pull out, then select this 
covering force and have them attack. They'll engage 
the pursuing enemy forces, keeping them occupied 
while the bulk of your units escapes. There is no 
correct amount for this force, but selecting about one unit in five is a good choice. Tick 
vg. Tanks and Titans, because of their ability to handle all enemy forces relatively well, are the 
best choice for covering retreats. 


THE IMPORTANCE OF ENGINEERS 


Those fragile engineers are among the most important units fo have when assaulting the enemy base. 
Engineers have the ability to take over enemy structures and turn them into your own buildings. Moving - 
an engineer inside the enemy building turns it fo your = sone with all the benefits that building 
provides. 

The first goal of eus engineer in the ‘enemy base i is to tae over the Barracks or Hand of Nod. T ues : 


| them. to take over other aes without having to drive the £ 
base. War m are another good choice, as are fi lled Silos. Refineries, and the 


attacks. You can mci take a structure à 
enemy while your other units defend 


shrapnel that hill infantry and da 
ES building doesn't cause this, so 
: suffer any incidental dama 
With the Hand of Nod in your possession. R third benefit is that takin 


you can churn out engineers who are = 
virtually at the doorstep of many buildings allows qun to create yoni 


that are worth taking. 


Light in the middle of a GDI base, or creating a ring of RPG Towers ne 


— 


In short, stealing enemy structures gives you 

a base to work from that is much closer than your ie 

main base. It allows for quic assaults and a 

constant harrying of enemy structures and 5. a Vid eden he mad or d Nod 

If the enemy presses the attack, you ca St pice E base make for a lot of furious fighting. 

structures you've taken and make off w s 

profit, while preventing the enemy from stealing 

the structure back with their engineers. 


| Don't forget about SAMS. Vou should set these up in 
, the same way as your other defenses so that every 
77 approach to your hase has at least Luo 


\ 
rt SRM sites within range. 


| One advantage defensive structures have over units is 
_ that you can repair structures the instant they start 
A ===. taking damage. Unlike vehicles, which 


must be either pulled away from combat 
\ NOTE to a Service Depot or fixed by a fragile 


mobile repair vehicle, your structures can 
em be easily repaired during the thick of 
fighting. This helps Chem last through the fight. 
and is much less expensive and Lime consuming 
than replacing them entirely. 


ENSIVE UNI 


If you can't afford to leave units near every 
base approach, still establish two defensive 
groups. The first should be made of heavy 
units—TicH Tanks or Titans—and support units. 
The second should consist entirely of the 
fastest inexpensive units you have—either 
Attack Cycles or Wolverines. Should the enemy 
attack, these units can reach the conflict 
quicker than your heavy units and can hold off 
the assault while the larger units move in. A 
fast strike force to plug holes followed by a 
main counterattack force works well, but the 
strike force will likely suffer heavy losses. 


While your defensive guns take on enemy 
invaders, your units can surround them and 
finish them off. 


GUARD MODE 


Guard mode tells your units to attack aggressively as soon as enemy units come within a 
particular range. even if you don't direct them to. This does have some benefits, but it can also 
be a disadvantage: there is a time and a place to use Guard mode, and a time when it's the 
worst thing you can do to your troops. 

The main advantage to Guard mode is when enemy units approach, your units will charge 


them and keep them away from your base—and your structures. Battling the enemy away 
from your base is a great idea simply because it helps reduce the chance that your more 
vulnerable structures will be caught in a crossfire. This can work against you if your units 
attach so far away from the base that your defensive structures cant help in the battle. 


Geka 
3 You want your defensive units to attack as a 
|^. group. not one at a time. Don't use Guard 
|! mode unless you're going to be away from 
your base for a long time. 


12 basic missions. several paths are possible from the first to 
certain points you must choose eines to pes the main missio 


Your infantry units jet in to eliminate Nod 
units in the surrounding area before you gain 
control of your troops. 


WALKTHROUGH 


Because this 31S st mission, 


The Tiberium Refinery can be placed any- 
where, but putting it close to the gate 
ensures the quickest turnaround. 


loui the road in "Tunt W your Jase to the east. When you reach | 
is on the other side. 
Now it's time for that force of 10 light infantry. 
Group, then run them across the bridge at full speed. 
Be sure all are across before you commence attack- 
ing. Hill the guarding Nod infantry units first, then 


destroy the Hand of Nod and the Power Plant. Be care- 


ful doing | lis; exploding buildings tend to create a lot 


Fortunately, the Nod base is extremely small 
and easy to destroy. If you want a better effi- 
ciency rating. you can probably handle it 
with fewer than 10 light infantru. 


The Orca Transports are sitting ducks for this 
pair of SAMs. 


The third SAM site is no trouble to destroy 
after you deal with the few Nod troops 
guarding it. 


elation orient 


Nod forces definitely don't want you ventur- 
ing too far south. This land bridge across the 
tiver is lightly guarded, but more resistance 
lurks nearby. 


Repairing this bridge allows you to bring in 
units quickly and easily. 


Lasers are down, move your force into 
ttach any structures. Your forces will 
Einterottdrh any Nod units that get too 


An all-out attack on the Lasers is the best 
strategy. You can't sneak past them, and if 
you hesitate, they'll tear you apart. 


With all the SAMs disabled, the civilians can 
leave peacefully. 
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This small force is hardly adequate to 
destroy everything here. You'll have to earn 
your reinforcements. 


To control your forces easily, bring all attack units in 
one group, engineers in a second group, and the medic in 


<= = 


a third. This way, you can direct battles 
without sending your defenseless units 
| into the line of fire. 


4 
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resistance at ihe second 
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When your forces are together. send them across the 
bridge [it's the same one your troops walked under earlier]. 
On the other side you find another Light Tower, but no 

elay station. Avoid the Spotlight and continue away from 
s tower, heading northeast alongatiigsp) 
ind the next bridge. wit 
ading the way, cross it. 
On the far side of'fhe bridge. you are spotted by 
ther Nod Light Tower. When it finds you. three light 
and an Attack Buggy move i 


After the battle, the military units wait for the 
engineers to cross the bridge and join the 
main force. | 


The train station is tough to spot, but it's easy 
to capture. 


Avoid being pinned down by both Lasers. 
Take them on one at a time to minimize 


damage to your units. 5 5 


MISSION 
CRASH SITE 


Objectives: 
m Locate the crash site. 
Capture any Nod Technolog 


You can build a base for this mission, which 
allows you to develop a force large enough 
to destroy Nod. 


For this mission. you have the advantage of being able 
to create a full base. Start by putting the MCV down in a 
good area near where uou enter the seed bud 


While moving through the citu, you are 
attacked by some hidden Nod units. Be care- 
ful, but don't progress too slowly. 


The next step requires a dozen Titans minimum and a Wo E! . Send this group 
north and east through the city that lies next to your base. Follow the road to the Laser turrets 
guarding the approach to the Nod areas. The Titans have no trouble destroying the Lasers from 
outside the Lasers’ range. Blow through the Lasers and the gate and continue east to destroy 
the Hand of Nod you find just inside. 


take some losses | qu 
the Tank before it destroys the crash site, the 
mission is a wash. ee EEUU The massive crash site, once found. must be 


The main protected; Nod forces will destroy it to pre- 
reach it, you must vent it from falling into GDI hands. 


E pafi the tech... 


When the crash site is protected and the 
Tech Center is captured, the mission ends 
successfully. 


Objectives: 
Survive until reinforcements can arrive. 
Prevent Nod from destroying the UFO. 


The crash site has turned out to be a huge UFO containing 
an unknown wealth of information. Nod is not pleased 
that you have captured their prize, and will do anything 
to destroy it so you can't gain the information it holds. 
Nod forces are on their way now. Their attack is timed to 
coincide with an ion storm that will disable your Radar 
Installation, making defense even more difficult. You 
must protect the site at all costs until the storm passes 
and reinforcements arrive. The storm should last about 
10 minutes. 

You have limited forces as the mission starts, but — 
reinforcements are on the way. Just as they arrive, the E o o I your Radar inopes. 
ion storm strikes and destroys the approaching units Even worse, it destroys your reinforcements. 
completely. leaving you without any additional help. Nod 
troops follow quickly on the heels of the storm. 


WALKTHROUGH 


First move your engineers to a position near the crash site. 

Send a couple of units around to the west, too. Because the 

m Radar is useless for this mission, sell it to gain some addi- 

tional credit and a few extra troops. Use the Barracks to 

churn out a medic or two, then pump out a steady stream of 

light infantry and disc throwers. Light infantry, for the most 

part, is more useful than the disc throwers in this mission. 

Save some credit, too; your turrets will take a lot of dam- 

~ age. and you must maintain them through repair. 

Most attacks come from the north. so concentrate your 

J units primarily in this direction. Southern attacks can be 

" handled by turrets and a few additional support units. Units 
od attacks occur almost constantly 

during this mission. You must keep your to the west of the site get a workout, too; a few APCs attack 

head to survive. from underground. Deal with these troops as soon as they 

appear, or they ll damage the site severely. 


Rs Nod attacks ebb and flow, continue buildi 
10 light infantrymen ready to go whenever and whe 


The final Nod attack tests your remaining 
forces. Strike back quickly, and keep them 
away from the crash site. 


f übjeclivesa 
s Destroy 
s Destro 


Nod scier 


are heavillf j 
be considerably Bi 


Reinforcements always arrive at the mission 
starting point. Nod infantry and vehicles 
guard frequent points along the route. 


from here until you spot 
destroy the Laser guarding it. then mov 
throwers and eliminate the Hand. Doing this prevents 
additional Nod infantry from harrying you throughout 
the mission. and it brings in more reinforcements. 
- Go east from here and around the outcropping with 
the Tick Tank. Move in with your infantry, keeping the i 
vehicles bach. and take out the Tank so your vehicles a e 
x doing so means fewer Nod counterattacks 
can move by freely. Deal with the rocket infantry here. during the rest of the mission. 
too, to make your passages through much easier and 
less painful. Continue until you spot the next set of Lasers, which your Ti 
in with infantry next to trigger the arrival of a few subterranea 
from the APCs and the APCs themselves. if you can. Head south frame 
Nod light infantry and Cyborgs. : Ic. 
BS : Directly south of th ] 
) base. You can avoid it, but you" 
E by using the Titans to wipe out the Lat 
through the walls. Send infantry units cratmlif 


fighting nonvehicular forces. (If you choose 
base, this will be a slow part of the mission: wi 
infantry nears the Lasers’ range. have the Tita Is: 
and destroy them, then move in again with the i 
Eliminate the Construction Yard in the southeast. e 
; ) the base here is got a mission goal. but it prevents you from 
After routing the ambush, your units can being attacked by many Nod units throughout the mission. 
destroy the relay station at leisure. You must, however, destroy the relay station here. 
The station sits in a mass of strange. orange veins. 
These are Tiberium veins, and they cause tremendous 
damage to anything heavier than a person walking on them. Use disc throwers to disable the relay 
station. and Heep your units well away from the veins. 
II that, you've managed to clear a large part of the ma hopefully without having lost too 


you can already See tha 
den with Lasers and de 
oh is from the rear. 
if the third relay station is a small tunnel H 
est. You can destroy the huge group of 
l5 and Advanced Power Plants in fronfof thi 
m iy ty 5 sremsend your entire fa 
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Taking down these Power Plants won't affect 
the base guards, but it can improve your effi- 
ciency rating. Look out for flying debris. 


ans and à 
. Use the 
5. and have the 
of these 
wo Radar 
iat ‘is trickier; 
absolute best plan. 
and charge 
ARE fra nade l af the junction of 
The best way to demolish the last two Radar fo angled Wall AS concentrating all of your 
Installations is with a massed rushing attack. j : ü ily | B the Nod units and Lasers 


You have only a few units at the start, but 
they're adequate for completing the job. 


You must prevent the Nod troops from reach- 
ing this Attack Buggy and alerting the Nod 
base of your presence. 
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This is an excellent vantage point from which 
to hit the Nod structures. Umagon and 
Ghoststalker can protect the Tick Tank from 
anything moving through the field to the east. 


While the Tick Tank hite the Lasers and 
Ghoststalker destroys structures of opportu- 
nity. Umagon can enter the medical center 
and find Tratos. 


If you aren't quick, Tratos draws the attention 
of Nod forces. Get him to his dust-off point as 
fast as possible. : 


Taking out these Advanced Power Plants 
renders the Nod base powerless to stop 
your assault. 


Once the power is down, your units have little 
trouble breaking through Nod resistance and 
overwhelming the base. 


: | 
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Nod. This brings in 
ive Ghoststalher concen 


This firefight is deadly, and it may take 
you several attempts to finish it. This is 
why it's easier if you complete the optional 


mission first. 


to handle the Lasers 
-Once Trat 


Lasers a the Power 


Destroy the dams in any way possible. 


The drug lord Vega has been employed by the Brotherhood ome time. Unfortunately ‘or GDI, Vega 
has gotten completely out of hand and has t 
provided with nearly limitless power thanks fo 
you will cripple the defensive perimeter of Vegas mi Witte. allowing you to enfer and capture him 

much more easily. You have been directed to either go directly after Vega or to take out the dams 

54. first. Doing the latter will make the next mission easier. 

LUI The dams are heavily fortified and will be extremely difficult to destroy. If. however, you can fake 
out the regulator stations that control and monitor the dams, chances are excellent that the dams will 
^ be destroyed by a bachlash of power. This is the best way to destroy them. You have limited forces at 

E AL your disposal for this mission, so you must shepherd them carefully as you attack the Nod positions. 
ae l » ~ With a little luck and planning, you will easily accomplish your goals. 


J0: | e middle western edge 
ofthe map. Notice 3 veru narrow and tall, 
ive to run to should you be 
more likely that 


higher ground. At the 
els north and anot 


ad that trav- 
ose the northern Limited available units means that you must 
ou spot a Devil's be extremely careful with those you have. 


all plateau. you : 
ns a Hand of Nod. Unfortunately. you don't have any 


draw off the Nod forces, then smash them ny 
against the Hand of Nod. This action brings additi 


Follow the d 

) Devil's Tongue you spotted earlier attacks now, but 

if you have your Wolverines and Titans in front, it 

wont get the chance to do much damage to you. 

Blast it [and the rocket infantry running behind it] 

and continue down the dirt road to the southeast 

corner. Follow the road by the Tiberium field to the 

A north, and you gain some additional troops: more 

HE disc throwers and Wolverines. 

When the reinforcements join your main force, 

j take the paved road to the northeast. You run into an 
ambush of Nod infantry; destroy them and their 

Reinforcements are always a welcome sight, Z : : 

especially so when your force is small to truch. The truck drops an item. Grab it and use it to 

begin with. heal your forces. Now go north and up the slope. 
ones As you may have expected, this is another Nod 


top of this hill is guarded by a pair of Tick Tanks. There are also a few Light Towers and 
veral SRM sies in the area. So far. each time you've destroyed anything that can hit aerial units, 
you've been rewarded with reinforcements. It's a little different this time: if you destroy all three SAM 
sites here, you will be reinforced. but other SAM sites will destroy the Orcas. Break through the Tick 
Tanks with your infantry, then concentrate fire on all but one of the SAM sites. Your Titans can destroy 
the Light Towers from outside the spotlight’s radius, which helps you stay hidden. 


ipe (UI t gi 
"IH i i ] =e eS Ss Mem —Ó— 


Keep one of these SAM sites around for a 
little while longer. 


> [2n a 
Le ERR p a ee E 


Whemmserusousat i IG i 

g the heavy units an 
The engineer must fix the bridge so your ? 
main force can cross. plateau, stom j 


North of this area is a small Nod base col 
of the regulator stations. It's well guarded . 
have a tough time destroying it, especially after that 
last battle. Move up carefully, drawing off the infantr 
guards, then drop the Laser with your Titans. Hna 
the Tick Tanks with infantry, then ust 
to capture the Radar Installation a 
Sell the Radar and use the money to 
infantry units. 


ann SE 


When the hase is down, take the bridge that lies just e 


This small but well-fortified base stands 
between you and completing your mission. 


to the southeast. Halfway across, you receive a pair of 

Titan reinforcements. The mission is now almost over, — 

so be ready to move quickly. You have just a few more _ 
things to do. but the Brotherhood attempts to Keep you from the second relay station. 


ther Nod base here is 
ocket infantry. Don't - 


————— án 


Take out this relay station to complete the 
destruction of Vega's dams. 


r With the second relay station -gone Vegi 


pc i 


SEI number of R vanced Pow 


With the dams up in smoke, Vega vill be 
much easier to take in the next mission. 


S Dase of operations 
S of SAM sites, and a 
condarij base in the afég keeps il stocked with 
troops. You must destroy the secondary base, but 
capture Vega's Pyramid headquarters intact. 


While the Orcas move in with your MCV, 


your infantry can take out the Nod forces 
in the area. 
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M is | 
Vega has SAM sites all over the map. The 
seven around your base prevent you from 
building an effective air force until you 
destroy them. : 


The small base in the southeast makes a 
good place to start taking apart Vega's 
defenses. 


Keep your Titans outside the Nod base 
until you have developed a very large 
group of units. 
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You must control the area beyond the 
Pyramid before you attempt to capture it. 


There are many advantages to having units 
equipped to operate on water. 
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Ugg. 

P of land to 
= Any damage you can do to the Nod helps : 
$ | you finish this mission—especially if you 
tected by a | can cause it without risk to yourself. 
troging the i 


e Ihem down- 


This Hand of Nod makes a nice addition to 
your force. While you are looking for the 
Hammerfest base, build a couple of units to 
keep the Hand of Nod protected. 
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i | The Firestorm Walls are down. Move an engi- 
building—the Consi 1 z : neer into the Construction Yard and take over. 


engineers takes th 


Because you reclaim the entire hase instantly, it’s 
best to destroy as little as possible on your way 
in. If you don't need to blow some- 
I se fo eliminate: 5 thing up. don't; it means less 
The Nod ba lies south from , rge |o I. rebuilding when you take Ehe base. 
of map you've not yet explored. U ; | 


any SAM sites they locate. Becau 
destroyed bridges and island : 


With no SAMs to worry about, the jump jet 
infantry can destroy Nod guard units without 
worrying about counterattacks. 


Make sure you explore the whole map to find 
| the last few hidden Nod units. 


i 


MISSION 8: RETRIEVAL OF 
DISRUPTOR CRYSTALS 


Objectives: 
m Locate the Iram and udin m ae : re Nod engineers repair the bridge. 


reclaiming the ue. Aa However, if the train í Mi E | : 
first, you must bathe your way into a Nod base eth your 


limited forces Head up the slope fo the right of your start 


position with all of your amphibious units for 
the quickest and easiest way to complete 
this mission. 


| 


Hitting part of the train from here would alert 
Nod fo your presence, making them work 
faster to repair the bridge. 


Blowing up the engines reveals the disruptor 
crystal. Just have one of your units touch the dis- 
ruptor crystal to recapture it and complete the 
mission successfully. 


The Hover MRLSs move in to destroy the 
train. Only a few minutes have gone by since 
the start of the mission. 


A number of different 
ieve this ultimate goal. 


Your forces are limited, and Nod controls this 
area. Use stealth and intelligent combat 
orders to reach the prison successfully. 
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You start near the bottom-left corner of the map. 
Immediately move your units south to the very corner of 
the map. then head east along the map edge. A small force 
of patrolling Attack Buggies is active here, so.be aware and 
avoid them. You reach a river just east of the start point. 
Head north carefully and cross the bridge. A Nod Light 
Tower here tries fo spot you. Once across the bridge, move 
south to the map edge again before turning east. Nod ee occu ee Me meon n 
R.couple of roads tempt you north. but they lead only to ee eee 
E way to repair vehicles in this mission. 
danger. Stick to the eastern route af all costs. You are 
attacked by several Cyborg patrols, usually two or three units at a time. Try to neutralize them using 
only your infantry if possible, Because your medic can heal any injuries they sustain. Your heavier 
vehicles can a55/5sfin taking Ihe Cyborgs down, but bring them in only after your infantry units have 
already engaged.the enemy. Your medic can't heal your vehicles. 


Eventually, you reach another river that prevents 
E uou from continuing east. North is your only option, so 
carefully carry on in that direction. Move your units slowly, 
perhaps even scouting ahead with one. Go north until you 
B spot the Laser. When you find it, move up the Titans and 
$9 destroy it quickly. If you are assaulted by Cyborgs now, 
Æ break off the attack on the Laser and deal with the 

=| Cyborgs. You might draw the attention of a pair of Attack 
= Cycles here. Take these down with infantry and repair any 
a injuries immediately after the battle. 


| These Attack Cycles and Laser mark the 
entrance to the prison area. 


With the Laser down, act quickly to successfully complete the next part of the mission. 
units onte the bridge. with the Titans at the rear. When your entire force is on the bridge. m 
southeast, and have the Titans target and destroy a bridge section behind you: this prevents th 
Cyborgs from picking up your trail and following you into the prison. If you dont destroy the bridge 
| behind uou. you ll spend the rest of the mission constantly fending off Cyborg attacks, which could : 
| Weaken you to the point of collapse. : 


Pl o = 


TO ee E mütueemee. 


X xd 


You must destroy the bridge behind you! Nod 
engineers may repair it, so be ready to 
destroy it again if they do. 


With the SAM sites destroyed, Orca 
Transports can move in safely and evacuate 
the prisoners. 


Get Ghoststalker to the train to receive an 
additional mission that will make your ulti- 
mate task in Mission 9 much easier. 


| he | cipue is ing d suitable place to locate 

the Construction Yard. While there is Tiberium in the area, 
you are forced to move ‘on a very narrow strip of beach as 
you enter the mission. The area to the south is littered with. 
Tiberium y ein . wh h are pofentially fatal to your vehicles. S 


cera p | 


;d's large enou yugh 
| This narrow strip of beach doesn't offer 
enough room for a base. A better spot lies 
to the east. 


Your base must be compact to accommodate 
the buildings you need. 


Use the Hover MRLSs fo scour the coast and 
take down any Nod SAM sites within range. 


jet infante [ather than Orcas, which are more expensive 
and must return to base to be rearmed], and send them 
across the fiver and all the way up the map 's western edge. 


rovides a perfect staging area for the attack. 
mp jet infami is moving into position. send a 


The frontal assault damages some units 
because it must drive over the Tiberium veins, 
which damage some units. Unfortunately, 
there's no other way to move ground units to 
tie enemy base. 


The jump jet infantry should have no prob- 
lem destroying a Power Plant or two 
before being discovered. 
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With the power down, attack and destroy the Obelisks of 
Light guarding the main entrance to the Nod base. Set up an 
internal perimeter and move in with engineers to grab 


whatever you can. The Hand of Nod is a prime target. as is 2 

the War Factory, because if allows you to produce vehicles 

in the heart of the Nod base. You may want to set upa Et P i : 

Service Depot here to repair damaged units already here. ZI à dans Ea 
Nod does have a few artillery pieces guarding the area. & 2 ere mu^ PT 

Move the remaining jump jet infantry, or new ones from EEEE E meum yy em ve, 


your main base, through the front entrance. Direct them to Jump jet Infantry ls vsetul far Hifflng Some 

deal with the artillery you encounter while your main force internal units and structures. 

handles any other Nod units. Taking down the Obelisks will 

probably be enough to turn the power back on. so hit the 

Power Plants again when you have replaced any losses in your jump jet infantry force. 
With an established foothold in the Nod base, its just a matter of time before resistance is 

squashed. Destroy every Nod unit and structure remaining, including any Laser Fence emitters, to 

complete the mission. 


MISSIONI OPTION TL RE 34 : 
ANE TE POWER GRID E 


When the train comes to a stop, the Nod 
units concentrate on it rather than your 


"AX troops. Use this opportunity to get out of 
- 2 their range. 
iii — 
- La. 2 + 


(0f a 
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While the medic heals any wounds, 
Ghoststalker protects them by standing 
guard to the southeast. 


: [um (C 


E] Umagon can stand guard over 
| Ghoststalker while he takes care of the 
Power Plants. 


e medic sho 
jo.Pow. 


The Laser Fences should provide no obsta- 
cle for Ghoststalker. Once these last Power 
Plants are down, the mission ends. 


Rp 


ssile Silo 


Build your base quickly. Nod will hit you 
with missiles rather than ground units, but 
you still must crush all resistance in the 
area; doing so requires a large and power- 
ful force. 


8 
Li 
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Chemical missile attacks can devastate 
yo ur base. Maintain a reserve fund of 
credits so you can repair uer 
sae by toxins. 


Hit this small base from the southeast. Until 
you destroy or capture the Construction Yard, 
you'll fight a constant battle against t these 
Advanced Power Plants. 


— — 


The main group of Nod Advanced Power Plants is in the 
middle of the map's eastern edge. Another tremendously 
helpful tactic is to send a force of Stealth Tanks to the 
southeast corner and annihilate the Banshees and Helipads 
there. Because you are destroying or capturing everything. 
Nod soon runs out of funds and unit-producing structures. 
This mission is time consuming. but not too difficult. 


When you have obliterated the enemy in one 
area, use the Cycles to scout farther ahead. 
Pay special attention to destroying the 
Missile Silos. 


Taking out Nod's power at this point doesn't 
make the mission much easier, but you must 
destroy or capture everything to win. 


Objectives: 
Use Mutants to locate the Prototype Manufacturing Facility. 
Once the facility is located, reinforcements will be sent in to help construct a base. You are to 
destroy the Manufacturing Facility at this time. 


Tratos has admitted to translating the Tacitus for Hane, which is terrible news. The Tacitus, 
retrieved from the UFO, holds many secrets of Tiberium. The Brotherhood has a prototype manufacturing 
facility that is using the information derived from the Tacitus to create new and more powerful units. 
Take a Mutant force in and locate the facility. Once found, E E ius 
you will gain reinforcements to build a base. The facility — 
must be eliminated. 


WALKTHROUGH 


Your forces, which include two Mutants, a Mutant Hijacker, 

Umagon. and Ghoststalker, enter through a tunnel in the 

northwest corner of the map. Move them southeast until == 
you locate the water to the right. Move just south of this to S 


: : Direct Ghoststalker to destroy the Laser, then 
ANVE just north of a small Nod outpost. have the Mutant Hijacker steal the APC; you 


need it to cross the river. 


Ghoststalker is vulnerable to Lasers, but you should be able 
to get him to destroy the northern one without being killed. Do 
this by having him target just beyond the Laser and forcing 
him to shoot by holding down (cti). Then send in the Mutant 
HijacHer to steal the APC. Move everyone into the APC, then 
head straight west to the Tiberium fie | 
himself in Tiberium, and after his attach 
need to recuperate. When the Laser is destro 
base will be cloaked under Stealth Generators. 

When Ghoststalker is healed, take the APC across the river 
just southeast of the broken bridge. Move directly south un 
You reach a cliff face. then use the APC to burrow and then 
emerge out through the top. Continue moving south until t 
reach a bridge that go 
| directly east from her 


of the Nod base. The w 


The Nod production facility is protected from 
the north by an Obelisk of Light. Don't get 
too close. 


This captured base provides an excel- 
lent staging area for assaulting the main 
Nod base. 


i 
l 


rce at the advance 
Use MSAs to locate 


Using Nod's technology against itself is the 
easiest way to complete this mission. | j 


i 


| ‘ate the Prototype Manufacturing Facility. 
Once the facility is located, reinforcements will be sent in to help tunsiitt a base. You are 
destroy the Manufacturing Facility at this time. 


In essence. this mission has the same basic goal as the other option. The main difference here is 
the map layout. Select this mission by choosing the northeasternmost of the two on the selection - 
screen. Again, you must locate the production facility to gain the reinforcements necessary to 
destroy Nod. The initial part of this mission is much more difficult than the other version. 

However, the following battle is much easier. 


Your forces start in the southeast corner of the map. 

Head west and slightly north until you reach a slope. - 
Go up and continue going west. At the far end of this — 
SEE is a de down: start down. but don’ E all id 


ETE into L3 Nod base. Run in past the Laser and make your way Š 


north to find the subterranean APC, which 
you need to quickly find the production 
facility. 


The production facility is located near the 
middle of the map's western edge. 


From this point forward, this battle is much 
like the last one, and the remainder of the 
mission is similar to the other version. 


nt doesn't work prop- | 
;0 you'll have less effective By 
5 than normal. : | 


m 


EEES i Ep eee ne map me m mena! 


Protecting the Kodiak at all costs means 
keeping a ring of buildings around it. If Nod 
can't hit it, it's safe. 


Pursuit of Nod Harvesters should be a major 
goal in this mission. It takes some time to 
wear down the Brotherhood's economy. 


Destroying this group of Advanced Power 
Plants is key to successfully completing 
this mission. 


1 P ure i PSU H Li I 1 Pilid i 
Power Pla e rest o : [ build be ea 
I DVE i i E ANU HEP I PVE I 
[ 1 : P large group of Power Pla 1 
nee ompletely eradicated ove these D the 
pp edge o P map and P Nod PS 0 You can either destroy the Nod buildings 
e lower aro dto e op nen n T or move in engineers and steal them. 
enerators 0 P [ ere 0 : 1 
i I 1 AUL - 
| | A break occurs during the storm. This lasts about 30 areas n 
minutes. Buring that time, Radar works properly, as 
LE y do the units that depend on it. 4 
However, all of the Nod units and pieces. U 
OTE structures work normally too, so this : 
3 isn't a tremendous advantage. 
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These old units come in handy when you 
break into the Nod base. : 


$ iS working. build a 


T 


it with a trio of engineers. ve it into t 


c ler Barracks at this poin 
in [x FTU PS 

H 

i 
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yr 
With this base in your hands, finding and 
destroying the next base should be a snap. 


ove them in and bri 
spot the Obelisk. the artillery fi 
and clearing the way for the MALS j = : 
and destroy the cliff wall to creal . Li tT Let the timer run down as much as possible 


MALS or two with the artillery, e 3c 3lrarL " before destroying the ICBM. This allows you | 
; E E j 2 th ithout additi Uti | 
Harpies from the island. ; j to explore the map without additional time 


pressures. 


Taking out the Stealth Generator assists you 
greatly on the istand, but if you haven't 
atready found and destroyed the 
Construction Yard, it will be rebuilt. 


Once both the Temple of Nod and the 
Pyramid are gone, Kane is defeated, and 
the world is safe, at least until Kane _ 
returns again. 
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$ Bin, 8 
ftm, SA 
ww, 
S 
S E The Nod mission structure allows you to choose a number of differen 1 
=}. options as you progress. While there are 12 basic missions. different paths 
through them are possible. In several places. you must decide to either 


Oo 

O 

re) 

fe) 

z play the main mission or to attempt an extra mission that will make the 
© main mission easier: such missions are listed as “Optional.” Sometimes. 


SS 
SH Pa you must decide between two different versions of the same mission: 
exo? these are listed as "Choices." Finally. one Nod mission consists of two 
separate parts: these are listed as "Part One” and "Part Two.” 
Objectives: 
"n 
m 


Your Lasers will stave off Hassan’s initial 
assault, but you must begin production 50 
you have the units necessary to defeat him. 


- WALKTHROUGH 
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| You'll receive several surprise visits 
| from Hassan. The APCs are particularly 
dangerous. 


After you get your Harvester working. 
Hassan's puny force will be badly over- 
matched by your production capabilities. 


Hassan has been set h | 2 : S a great deal of Nod propaganda: this is the main 
purpose of a nearby TV station. With the cu haos running rampant through the Brotherhood, this is 
the perfect opportunity to drive a wedge between Hassan and his followers. You must capture the station 
and broadcast your own message of peace through power to bring the faithful back in line with Hane's 
ision. While you accomplish this, destroy any of Hassan's troops who fail to see the light. 


JALKTHROUGH 


rth from your starting point, driving your units through the destroyed town. Head east outside of 
Ine town until you reach the bridge. Deploy the MCV here and get your base going. Build a Power Plant 

right away, followed immediately by a Tiberium Refinery and a Hand of Nod. Use the units you produce to 
scout the area, paying special attention to the area north of the bridge. When you start exploring here. 
Hassan's forces detonate the bridge to prevent you from crossing. You find a Laser and a pair of 
E E light infantry guarding the approach. Mass a group of units and charge this position. There are 
xcellent Tiberium fields to the west and south of your starting location. You can also find another route : 
| the Laser by destroying the cliff wall that lies just north of the western Tiberium field. ] 03 
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: When you can, move some troops up the neujflope è and take 
»- - out Hassan's forces here. Building a War Factory and a few units 
— helps. Have the War Factory pump out a second Harvester. which 
will jump-start the production of your army and the rest of your 
_ base. Make an engineer or two to repair the bridge destroyed by 
— Hassan's forces. 
With production clicking along. you should develop a p 
E good aaup of Attack Buggies. Use these to move alon 


| Your base is best placed east of this 
ruined city. 


e Iroops can cause 
troy all the units and 


| e and steal that 
Hand of Nod. Route your production throug s new structure 
and build additional enüi ccs to take the rest 


- Hassan's engineers. The worst thing that can happen now is 
if Hassan takes back the Hand of Nod. IFs likely that he'll sell 
off his structures and try to crush you after you take the Hand, 
and he certainly will if you continue to steal his buildings. 

Hassan's last remaining base is off to the south. Go west from the new Hand of Nod to locate 
the Tiberium field his Harvester is working. Destroy this to eliminate his economic growth, then 
follow the road that lies just east of this field. Head up the slope along the map's bottom edge 
and continue into the base. Is weakly defended, and the lack of fresh Tiberium for credits 
works against Hassan. 

You should have little trouble either destroying everything or using engineers to claim as 
much of Hassan's real estate as you can before he sells everything. Once his Hand of Nod and 
War Factory are either gone or in your control, he sells his remaining structures and sends the 
infantry after your units. This feeble effort should be nothing more than a last gasp against your 
assembled military might. 


| Once you capture the station, the tide turns 
against Hassan. 


Grab the factories for a quick end to 
this mission. 


Move through the tunnel to find Hassan's vul- 
nerable base to the east. 


Engineers created in the Hand of Nod will 
complete the takeover of this base. 
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Now start churning out infantry units—both light infantry 
and rocket infantry. Head out from the eastern side of your 
base and use an engineer to repair the bridge. One of 
Hassan's Attack Buggies guards th ge area, so clear it 
out using infantry before sending I neer in. Once the 
bridge is repaired, send a floo 
the rear of Hassan's base. 

The entire mission is nou on t 
quickly and accurately to comple 
whole force and have them rush I 
inside Ihe base. When it's disable 
Laser. You'll probably lose a few | 
rocket infantry helps to keep loss 


Once Hassan's perimeter is down, you can 
pull back all your forces along with the 
rogue commander. 


Way back to your base. When he is 
i ase, you can start pulling back units 
. Hassan. 
a To complete the mission, just run the f 
LA through the tunnel toward where you started | 
Get the prisoner to the Harpy that enters near — Bn evacuation helicopter awaits him. Tell him to ente 
where you started the mission. When he z - : ; 
Deeds If. you win. helicopter, and he flies off safely, while you fly to the ne 

mission. 


MISSION 3: DESTROY HASSAN'S 
TEMPLE AND CAPTURE HIM 


Objectives: 

m Cross the bridge and destroy the enemies on the far side. 
= Deploy your MCV and begin building a base. 
= Locate and destroy Hassan's Temple. 


The traitor Hassan has been traced to a base in Cairo. Because of your success in turning propaganda 
against him, he's lost a tremendous amount of support. but still wields a lot of power over a significant 
portion of the Nod faithful. The time has come to remove him completely and reunite the Brotherhood 
for its coming bathe against GDI. Once Hassan is out of the way, a clear path to victory and world 


o presents itself. Hassan's Temple must be destroyed, and Hassan with it. 


GENE ee ae ee OONEEIUNIENIIES 
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If yeu complete Ehe optional mission, taking the rogue 

_ commander eliminates the reinforcements 

_ Hassan is scheduled to receive. if you head 
straight to this mission instead, Hassan will 
be reinforced during the mission. 


ion in the southeast corner of the map. 
tive force is tested early. Hassan Sar “eae 
check your progress, and when you Hassan is aware of your presence, but he 
pull back across the bridge. Gather — can't stop you from crashing the party. 
w them. Destroy all units on the far 
except for the Hand of Nod and a Power 
t of Hassan's units is destroyed. you 
ents that include some engineers and 
gineers to take over the base, then 

in a good location. Immediately start 

lase in your own image. putting up the 

that you haven't captured. The closest Tiberium 
ed south of the Hand of Nod. 


an's forces continue to test your defenses, particu- — =. — a ks ume 
lu from the southwest and northwest: these are the best You suffer constant attacks from the west. 

pots for base defenses. A couple of Lasers and several Tick eo net: ana Foun. poser heP dee d 
anks deployed in these two areas should be able to fend x ce DOUP ee 
off most of Hassan's assaults. Lining the western edge of 
your base with Tick Tanks is a good idea: some may be able to help defend against attacks from e 
direction. Many of these assaults are by infantry units, so putting light infantry and Attack agains here is 

a big help. ; 


a 


Hassan's main base lies to the west of your location, 

! and a force of Tick Tanks, supported by Attack Buggies | | 
and some Attack Cycles, will have little trouble breaking — 

in while leaving structures free for engineers to grab. 

However, ifs not necessary to take this base. The only 

real objective is to take the Pyramid Temple. and Hassan 

with it. This lies northwest of your base. 

After your base defenses are set. gather a force of Tick 
Tanks and Attack Buggies. Send an engineer to repair the — — 
= bridge leading north and move the force across. Resistance : 
a eee = _/ here is weak, and the Hand of Nod on the other side of the — 
Taking and defending this Hand of Nod bridge is ripe for capture. Take it and build a variety of 
shouldn't be too difficult for you. Reinforce infantry here. Move your assault force west of the Hand. 


this area whenever you have spare units from — phecause Hassan sends in units to destroy it 
the defense of your main base. - 


Tm 


Now start pushing west from this base. supplementing 
your attack force with additional infantry from this second 
Hand of Nod and vehicles from your main base. Hassan has 
a Refinery east of the Wall. which makes for an easy cap- 
ture. Just west of the Wall. you can destroy a series of 
Advanced Power Plants to weaken his base. 

As you push west. you experience à number of coun- 
terattacks from Hassan. but your force can handle these 


la 


easily. Heep moving and keep sending in reinforcements = P 
for this force. Destroy or capture any buildings you find.  — UNES 9 Jud 
and use the Tick Tanks and Attack Cycles to hit the Lasers —— my 
without taking any damage. You reach another bridge at Juke me sui ud ese ie F 
the western end of this base. Set up a defensive screen aand A LEi af doere and qifowintanin) 
here, then move a few Tick Tanks east along the edge of units guard the approach. 
the cliff. 
ros aat — CB Hassan's Pyramid is located on higher ground here. 
ps [eme OON T ge about midway between the two bridges. Is lightly guarded 
BEY 2 DOE bya pair of Lasers. which should be no trouble for a few 


Tick Tanks to destroy. You are in a perfect position now— 
6:381 Hassan is checked back at your main base bu your quarding 
ems forces, and he'll have to fight through your large force from 
s 1 V Dam em es the west to reinforce the area. You can either move up your 
2 tu wb Ki E | Tick Tanks and destroy the Pyramid. or simply have an 
| | s z engineer come in and take it. 


SS GEORG Jp osememeenm a— 5 In either case, when the Pyramid explodes or is cap- 
ERO | = 
EU neo od. bul your unite stop him tured. Hassan flees in a Harpy. As he does. a group of rocket 
and take him into custody. infantry appear in APCs and shoot him down on a small mesa 


southeast of the Pyramid location. Hassan is ee 


sending you on to the next mission. 


H T - 


This location not only provides ample 
Tiberium, but also affords the best way into 
the GDI base. 


This small GDI camp makes a perfect 
advance base for your assault on their main 
encampment. 


When you move into the GDI main base, 

you'll be battling constantly. Fortunately, you 
should have a significant advantage in terms 
of raw power and numbers. _ 


COMMAND & CONQUER” TIBERTADARL 


Heep moving west. destroying everything you spot 
Capture or destroy the Radar Installation. which lies immedi- 
ately north of the War Factory in the main base. Once it is 

| destroyed or in your hands, the mission ends. Again, it's 
much faster to simply destroy it with your force than to fake — 
the time to move in an engineer. This mission should not take 
you any longer than half of the allotted time. 


The Radar Installation lies just north of this 
— damaged War Factory and just west of the 
two Silos. 


Completing the previous optional mission eliminates, in 
this mission, the GDI hase to the south. This decreases 
the number of attacks on your position at 
the start. Completing the optional mis- 
sion also stops the GDI Orca Transport 
from reinforcing Che enemy base. 


Take out this turret to gain access to this 
valuable Tiberium field. 


This GDI Barracks must be destroyed to pre- 
vent more units from being created to harass 
you. It's much too difficult to take and keep it. 


The first attack has taken out a few defenses 
and the Barracks, leaving the western side of 
the GDI camp open to attack. 


cm 
Hel EH aaa ita 


The second attack moves in and destroys 
everything. clearing the way to the Temple. 


With the Temple located and GDI crushed, you 
claim another Nod victory and the mission ends. 
Notice the Mutants leaving the Temple area. 


PANE 
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MISSION 5: SALVAGE OPE] 


Objectives: 
= Locate the crashed UFO and "e Hane's adiac 
= Stop the transport of the Taci 


GDI is dangerously close to discovering a U 
contains valuable information. It should alr 
hands, but the incompetent General Vega 
of the UFO site and the Tacitus it contains. The Tacitus is 
necessary for Hane's vision of the future and must be => 
captured, or at least kept from GDI. Your ist get t ok 
Tacitus. Should you encounter Vega’ E í 
much more expendable than your | 


WALKTHROUGH 


vou have extremely limited forces: only three vehicle: 

three light infantry. and a trio of engineers. S! 

out the four GDI light infantri guarding the train. The train, 

c D the north. 

t you can pursue it. 

f ere, and the train you're 

ester set, so follow. Head north along the 

; TOSS the f rst bridge. Continue moving northeast 

~ following the same tracks, the northern of the two located 
here. Continue over the next bridge, leading with your military 3 E os ecc 
units and keeping the engineers a good distance behind. This Titan is only your first difficult test in 

A Titan lurks to the north on the far side of the second this mission. 
bridge. Your units shouldn't have too much trouble taking it 
down, but expect considerable damage. The engineers must 
survive, and the Titan has a tendency to target them. When the Titan is dead, stop for a moment and take 
stock. A small GDI patrol of infantry moves in to the south of this position, but they don't attack you. 

Now follow the tracks east. Heep your units moving all the way around the GDI base located north 
of your position. Your forces aren't strong enough to get in. and there's no reason to, anyway. When 
the tracks slope down to a lower level, you encounter a pair of Wolverines. Blast through them and 

continue along the tracks. The tracks take you along the northern edge of the map to the train station 
area. Unfortunately, the train is gone. and the tracks lead directly to the front of a hostile base. Time 
to find a back way in. 

‘Head south through this area. moving as quickly as possible. You pass directly by the crash site. 
which is fine. Move along the eastern side of it and press hard to the south. Vega's troops consider 
you enemies, as do the GDI forces in the area. With any luck, they'll run into each other and start 
fighting. which will give your units a chance to slip through. 


Minimize your losses on this mission; you 
have only six units capable of defense, and 
get no reinforcements. 


PRIMA'S OFFICIAL STRATEGY GUIDE 


If you send an engineer into the crash site. you'll discover that the 
Tacitus has been moved. Find the train to complete the mission. 


Vega has the Tacitus, which is only another 
indication of his gross incompetence. With 
any luck, the GDI forces here will kill him off. 


Run past the crash site as fast as possible. 
You want to minimize contact with both Vega's 
forces and GDI. 


hjective 1: Locate t 
BE iifacts from inside 


Follow the canyons here leading south and 

n west around the outcroppings of rock. You 
hay draw a little fire from GDI Titans, but they 
robably will not pursue if you don't stop to coun- 
terattach. Heep running as fast as possible until 
you reach the broken bridge. Go under il. then up 
the slope to the south. This not only leads into 
Vega's base, but also to the train itself. 


The slope south of the bridge leads to the 
train containing the Tacitus. 


Move up the slope and destroy the few units of 
Vega's here. Most importantly, target the engi- 
neer; he'll attempt to repair the bridge as soon 
as it's clear that you're there to stop the train. 
Destroy all three train cars, and the Tacitus 
appears for the taking. All you need to do now 
is move a single unit onto the Tacitus to take 
possession and complete the mission. With this 


The Tacitus has been revealed. Just move : 
onto it to finish this difficult mission. in your hands, you can move on. 
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Objectives: 
E 


The base is underway and clicking. Notice 
the second Refinery being built. 


E = s : F > Destroy this GDI base simply because it's in 
try for the tra i iu n ifa dm E : 


. your way. There's no reason to capture it. 
you destroyé 


around here: 


the rail line: unnel opening 
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This tunnel makes a perfect spot to ambush 
Umagons train. 


A fine victory for Nod. Umagon is captured, 
and the Mutant threat is ended. 


aes e PT e 


The base is up and running with two 
Refineries and three Harvesters. Funnel 
alt your money into Tick Tanks and 
Cyborgs now. 


estrouing the firs : e entire 
Just south of the buildings here. uou fin 


of the second MSA. and can take it down w 
)nce the second MSA is destroyed. pull the 


This MSA won't last too much longer under | bac the rest of the group. 
this kind of bombardment. " 


The second MSA can be reached from the 
top of this hill. 


The third MSA can be hit from the area just 
north of the hill. 


Send all your units east into the GDI base. Vou draw 
lots of fire, but dont be concerned. Instead. destroy 
the train engine to stop Umagon from leaving. After the 
train is destroyed, level the surrounding defenses and 
units. Within a few moments, you gain control of the 
train car and Umagon, ending the mission in victory. 


The train has been stopped, and Umagon is 
yours. When the GDI units in the area are 
gone, you capture the Mutant. 


With the exception of your starting units, 
everything you have in this mission will look 
like GDI. 


le 0} 
thea 


This Mutant camp shouldn't be much trouble 
for a good force of Titans. Destroy every- 
thing, including the Laser Fences. 


Beg emee py Aa E ea ee 
i * SS : 
With this bridge repaired, you can funnel 
your units directly to the Mutant base. 


If you can take down the Obelisk, you'll 
have an easier time moving through the 
Mutant base. 
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4 


<L 
2 
ag. 
Dc 
a 


The bio-toxin trucks are very fragile, and you 
must sneak them through a GDI base to get 
them out. 


melee LAE wT WC ay il 


Hit hard and fast. The Cyborg should draw 
the bulk of GDI fire, allowing the trucks to 
move past unscathed. 


Nm 
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arch facility is hard af work perfecting the Tiberium reduction technology. This 
could dest u ane’ s ultimate plan if if is finished, so you must move in and destroy the facility 
completely. You have the assistance of the Mutants in this mission, although they aren't under 
: your control. To start. you have a single unit. He must make contact with the Mutants in the area. 
‘Using this force, clear out both ends of the tunnel in the west. Reinforcements will then be sent in 
ow you to build a base. Find the research facility and destroy it. 


WALKTHROUGH 


The Nod Spy starts in the southeast corner of the 

map. Move him straight north through the ruined city. 

You run into a single GDI infantry unit; wipe him out 

and keep going north to find the Mutants. They will F 
come from all around to join the Spy. From this point a 
on, the Mutants generally follow the Spy, bur you dont 
directiy control their actions. For the most part, they 


move where you move and attack what you attach. Theres not much t0 Work WID a me ma 


of this mission, but you find some help to 
the north. 


When the Mutants have joined uou. head straight west 
= along the top of the city. There is a cliff wall to your north; 
| follow this westward, all the way out of the city and beyond. 
You run into small groups of GDI units along the way, but none 
are troublesome. Dont move the Spy too far ahead of the 
? Mutant group: he is much faster than they are, and if he dies, 
the mission ends in failure. 
ad Outside the 
F a any city to the west. 
Get the mutants in this clearing. ‘have a locate a tunnel 
ee group TO heP yon heading northeast. 
Gather everyone 
together and send the Spy through. There are some GDI 
forces on the far end, notably a couple of disc throwers 
and a Titan. Destroy the disc throwers first because they 
have a better chance to Hill the Spy. Destroy everything. 
When this area is clear, you get a group of reinforce- 
ments, including a few engineers and an MCV. al the 
south end of the tunnel. Send everyone to the higher It will be touch-and-go until the Titan is 
ground north of the tunnel. then west to the old base. destroyed. With it out of the way, the path is 
Plant the MCV here and start building. clear for building a base and wiping out GDI. 
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Use the engineers to grab the structures here. Notice 
that the Mutants no longer follow the Spy; instead. t 
charge GDI positions around the map and attempt t 
through. Perioden anal groups of Mutants € 


excellent job of scouting the te 


When you get the chance, send an Attach Cycle l 
straight east from your base all the way to the easter p 
edge of the map. Find an unprotected entrance to the GI 
base down a small slope. You can nab a number of full = 
Silos if you bring in.engineers. Build an APC and four engi- 
neers. Load the engineers in and get ready to move. Send 
: ier of Devil's Tongues to clear out the infantry guarding the area. When it's clear. buil 

| of Nod [but don't place it yet) and send over the APC. Have the engineers grab 
at then place the Hand of Nod. Create some additional power, then bu 
place it in this ar&a, too. Change both of th tructures to your primarie 
here. at the aa end ef the'GDI force. — 7 9. 


| From here, the mission is fairly standard. Build a w of Tick Tanks to d 
Component Towers in the area. GDI has a tremendous force of them througho 
the north. You find a bridge about two-thirds of the way up the ma 
this rather than allow you to have it, but ils really no problem. Send ov 
to Hill resistance, then send an engineer to the far side in the APC. Have hi 
m your side. If you wish, 

| FOV al @nits bu driving them down 
the ne into the “on and then up the far side. 


Four full Silos add a lot of resources to your 
pool and take them away from GDI. 


+ 


een the forces moving north. Have your Tick Tanks 
level all base defenses, because they can do so without 
entering the range of the Vulcan Cannons and RP6s. 
Continue to supplement the attack force with additional 
units as you create them. The medical research facility is 
located in the northeast corner of the map. and is very 
lightly protected by GOI units. 


A diverse force prepares to assault the next 
GDI position. 
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When you find the research facility, just blow 
it up. The Mutants will fry to stop you, but 
they should be easily crushed. 


GDI will be fooled until the explosions go off. - 


Li 


: I: dealt a serious seliach. 
and Qyanpa haye be | pared for inter . Fortu 
has a rescue pi TE 
his [ 


The APC is useful for moving your infantry 
units to the other side of the crevasse to 
the south. 
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With all units together. start moving northeast tows 
where the Cyborg started the mission with the truck. Yo 
must cross an ice floe he I this is potentially 

dangerous. Send everything È ut the Tick Tanks across 
When they are safe. send one Tick Tank over the ice. 
Notice that it cracks under the tank. Wait for i 
refreeze. then send ove other. About this ti 


The GDI base lies before you, ready to be 
captured. You must proceed in the correct 
sequence to succeed. 


in the mission. ." 
Move your forces east from here until uou 


‘Nou comes the tricky part. Send the Cyborg — 
Commando through the base and destroy any GDI units 
you fee. Have one of the engineers get the War Factory. 
Position the other engineer to get the Refi nery when the 
Harvester moves if unload. No uou haven y 
some production fagiities. Start Dt jilding a secon dites m 
Harvester. Move the Cyborg Commando toward the ma 6 
east and disable the base defenses there. Find two more 
engineers who can take the Barracks and Construction 
Yard in the prison area that held Oxanna. You can also 
steal a Radar Installation to the south of the cell. = 
‘Start building up your base and creating a force of ze ere Manes with me 
A Refinery so that you have enough money to 
Titans. Remove/fhe pair of Com@pnent Towers directly continue. 
north of the Refinery so your Harvesters will have a much 
faster trip to and from the Tiberium field. Now that . 
Tiberium processing is underway. ils time to think about 
transportation for Slavik and Oxanna. You'll find the 
Transport before you find her. : | 
Move a force out of the base and head south. Your E. el 
goal is the small area revealed on your map. This holds ; G ES pe 
an Orca Transport. which is perfect for your escape 
plans. Move in with the Cyborg Commando and eliminate 
the Component Tower and the quards. Blow through the 
front of the area. too. Move in some other units now — 
take out the Titans on guard to the west. FE = 


This Orca Transport is the perfect vehicle for 
Slavik and Oxanna's escape. 
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and take them to safety. Th orc cm 


crushed, so you shouldn't h EI É Oxanna can move freely once the 
tanen Component Tower guarding her is destroyed. 
Move her out and send her to the Transport. 


When Slavik and Oxanna board the 
Transport, the mission ends. 


If you are very fast and precise, you can 
tocate Oxanna as she leaves the first 
prison cell. 


COMMAND & CONQUER” TIBERIAN SUN" 


N 9. FIRST CHOICE: 
\BLISH NOD PRESENCE 


Sifo oul ! . map. GDI must be amens eliminate 
WALKTHROUGH 
ce in the "r earner oft | Move as maor 


lich is located in the northeast corner—on the opposite side 
urprisinglu. the best path is almost a straight route through 


e Mutants here, - 
caution. When 


pletely— 
the base. 


Upon reaching the base, you find much of 
your work already completed. Repair the 
buildings and create the few structures you __ 
need to keep going. 
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ecause you start with an existing base an 
od. amount of credits, you should have littl 
rouble building a powerful force of units. Us 
everal defensive structures, including an Obelisk 
0 protect the southern and western approaches 
the base: GDI commonly attacks from these two 
directions. A Stealth Generator or two nicely 
ent GDI from targeting the bulk of uoi 


You must monitor the Weedeaters and qm 
them working inside your base. 


Now it’s time to e 
chemical missiles q 


| virtually everywher | 


With proper defenses and a Stealth 
Generator, your base is safe from virtually 
anything GDI throws at you. 


Inrm 


: | After you build a secondary base, sell off 
po nn BODEN OT PR | the Silos to free some space. The EMP 
14 v ES Cannon vill be effective against GD 
Disruptors in the area. 
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You also must fight a constant battle against 
Visceroids. Because so many GDI infantry are killed by 
your chemical missiles, you find many of the smaller 
Visceroids around the map. These are harmless, but 
you should target and kill them anyway. Whenever two 
of the smaller Visceroids meet. they become much 
larger and capable of attaching and killing your units 
c “+ and vehicles. They will prove to be almost as much of 
> E. a problem as GDI. 


AA chemical missile completely destroys a 
.. GDI Component Tower while the Stealth Tanks 
remove fhe last Light Tower. 


Objectives: 
Establish a base and build a Tiberium Waste fai. 
Destroy the GDI base. 


The Brotherhood's chemical missile , tél is ready 
as the first target. Unfortunately, there are ‘ho Tiberium ve \ 
create a base and build a Tiberium Waste Fa nce you he com lished this, 
Weedeaters will drive to your base and provide nat 
Use the missile to assist in the destruction of the GDI nase 


WALKTHROUGH 


You enter in the southeast. A good supply of — 
Tiberium lies to the north. and a large plateau to the 
west is almost completely covered with Green 
Tiberium, but ifs heavily guarded by GDI forces. so 
you must eventually break through them. Build up 
the base and create a good-sized force of rocket 
infantry. GDI will attack with aircraft and jump jet 
infantry in this mission. so building a stock of SAM 
sites is wise. Explore the area immediately 
surrounding your base and get to work on 
structures and units. 


GDI units will attack from the road and the 
plateau to the west. 
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GDI units line the road and the cliffs above. 
Clear out these units so the Weedeaters can 
reach your base safely. 


You don't need a large force to clear the 
road, but the artillery pieces are essential. 


- After the road is clear. build a Missile Silo and then a 
Tiberium Waste Facility. This starts the 
Weedeater convoy rolling. Only one 
Weedeater will enter at a time. and = 
because eight loads of Tiberium Waste DWÁS N 
are needed for a single missile, uou 
wont be launching anything any time 
; p. soon. This shouldn't affect your plans for : ‘ 
- ^ the GDI base significantly: by clearing the 
road, you have already damaged their ET 
position seriously. RII that remains is to - 
finish them off. f 


> 


COMMAND & CONQUER” TIBERIAN SUN! 


: ET the exception of the Barracks shown above. the Gol 
a jase. shaped like a large and angry triangle. sits i in the north- t 
em section of the map. The best attach path leads up the - 
. slope in the map's center and heads directly east from here 
[o the edge of the cliffs northwest of yi .B this time. - 
uou sh uld have amassed a tremendou l 
and ot er units. Stock a couple of API 
and bring them along. Just as whe 
have your artillery do all the work wl = | 
defensive screen. This is a good start for the force that will 
starting in the east is the easiest way to go. simply - wipe out GDI, but adding more vehicles 
: because there are few defenses here. Vou can easily smash and especially rocket infantry won't hurt. 
through the Barracks in the corner of the map. Roll west from 
here, using Attack Cycles or Buggies to scout for you. It is a very good idea to bring along a couple of 
Mobile e Vehicles to keep your vehicles in top form as you move across the map. 


About the time you start hitting the bulk of the GDI base, your ——— 
~ chemical missile should come online. You can use it to destroy the 
Barracks in the west. or have it hit the center of the GDI base. The — 
toxins will create havoc in the GDI ranks. Either target is a good- 
one for the missile, but using it on the main base is slightly more 
dangerous because of your own units’ proximity. 

If you continue moving against the GDI forces, making your 
| take out rhe buildings and damage units so that your : 
: other vehicles can eliminate them quicklu. ils unlikely that youll - 

d — get a chance to fire a second chemical missile. The remaining UE 
The chemical missile scores a direct hit on base cannot stand up to your assault for long. By altaching from | 
the GDI Barracks. Nearby GDI infantry willbe the east. youll destroy the GDI Construction Yard and Refineries 
quickly eliminated, too, thanks to the toxins. pai quici leaving the enemy at your mercy. 


usc I p Y Y GS E ‘MAKE Du P P mb j Res 
Ber men 1 IB 15 X. — —E ERES 


MISSION LU: DESTROY [ist 
MARK LT PROTOTYPE 


Objectives: 
m 
= 


. GDI is bringing their ultimate unit online, 
Capable of taking out an entire base on its t 
tage. While it is operable. the project is still in it 
‘Type. you'll set back the project dramatically. The Ma 
must use the Spy to locate and infiltrate a GDI con 
ive the units necessary to build 


The Spy starts in the southwest cor 
completely noncombatant, so keep 
patrols scouting through the area. § 
bridge near your start location. You 
but because the Spy is a stealth uni 
him if he doesn't get too close. Head. 
ern edge as far as you can to avoid 


most of these patrols. 3 The Spy must enter this structure to discover 
due os : : : ' the Mammoth's test location. 


Cheap and space-saving, Power Turbines are 
a great addition to your Power Plants. 


Watch the Mammoth test so you know what 
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GDI frequently attacks your base from the 
north. Several Obelisks and a row of Tick 
Tanks are in order here. 


Move in slowly. keeping your Artillery protect- 
ed by a screen of other units. 


tinue — 
se you ll fake 


If you don't have air defenses in this attack : 
group. you'll lose the artillery quickly, thanks — 
to GDI’s Orca units. 


MISSION 1l: CAP 


m Capture Jake. 
: e Jake at the specified location. 


er GDI's Hammer: 


ed using Jake 


With the front turrets down, you can rush the 
Mammoth. Your artillery should be able to hit 
it from here, too. 


Ex 


GDI’s defenses are tough through here. You 
must be quick and silent to pass without 
being noticed. 


Quickly move the engineers into the 
structures. The approaching Wolverines 
can be destroyed if necessary to ensure 
Jake's capture. 


3 Don't forget to pick up your infantryman as 


you leave the GDI camp. 


Once Jake is in the APC, you can go after 
the base at Hammerfest. 


Head into the water here, then follow the 
river north to the small GDI outpost in the 
northeast. 


Jake can be extracted from this small group 
of Helipads without too much trouble. 


MISSION 12. 
THE SHARK'S 


‘Objectives: 
m Infiltrate the Comm centers and steal 
| m Evacuate the Chameleon Spy. 


three sites by using the Chameles 
you control of the lon Cannon ¢ 


p7 
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You face a couple of GDI patrols in this 
mission. Attack quickly and concentrate 
your fire on one unit at a time. 


Sneak the Chameleon Spy into the first 
Comm center to retrieve the first part of the 
lon Cannon launch code. 


z 


GDI has a powerful defensive position to 
the southeast of this Comm center. Move 
carefully, and don't get too close. 


Erta a 


There are some guards around the third 
Comm center, so move with extreme caution. 


Lote of guards make this part tricky. Time 
your passage south to avoid being spotted. 


Í 
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Once the Spy reaches the APC, you gain 
control of the lon Cannon in the final mission. 


m Deploy ICE 
E Build the empl 


Jake McNeil runs in to turn off the Firestorm 
Generator for you. This allows you to sneak 
into the Hammerfest base and set up shop. 


Once your base is set, explore the areas to 
the northeast and the north. Find the best 
paths to the launch sites. 


A Devils Tongue can help uou scout this 
area more effectively. If you have fhe lon 
Cannon, you can now spot many of the GDI 
defenses here. 


With a solid foothold here. you can slowly 
expand the amount of territory you control 
and make it safe for the ICBM to deploy. 


Move the other two ICBMs into place, and the 


mission is a success. With a little luck and 
skillful use of your units in the northwest, you 
can complete this mission before the 
Philadelphia has made a single orbit. 


There are GDI bases and units spread 
across the map. It is easy to destroy them. 
However, if you take the time to capture them, 
you will gain the ability to produce powerful 
GDI units. 


ill the sixth Nod missi 
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Li Two Refineries and a couple of Harvesters is 
not enough. It's virtually guaranteed that your 
opponent will have a bigger economy than 


mean that you should focus onb this, and you must at least match it. 


Refinery rather bei other auxil 


c When you spot an enemy Harvester 
away from the base, move in and 
destroy it, then pull back to evade the 
inevitable counterattack. 


a backup plan. 


Because a human player will have larger 
defenses, like this system of SAM Sites, 
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likely to be attacked soonest. 


Air defense plays a vital 
have a large collection of 
Towers with SRM Upgradi 
around your b 
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Note the large number of defensive struc- 

tures around the base's center. This helps 
fend off aerial attacks against the heart of 
your base. 


Having unite staged to tackle enemy threats 
is important. Here, GDI MRLSs move to attack 
a Nod artillery piece overlooking the base. 


power from a large 
group. If you do decided erec 


A second base can contain structures you 
don't have room for in your main base or that 
you wish to protect from heavy assaults on 
your main position. 


avin 
structures fi 


good targets. Anything difficult 
target. When you steal a st 


temporarily remove that plate | es 
certain units. Th jor se | M Rg mes EE 
enemy to spe 7 
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Nod has a few engineers placed around this 
base who make it more difficult to hold on to 
anything you capture. Selling off captured 

Structures overcomes this tactic. 


r battle: two side: 
ies. R good Nod op 
ability to hide struct 


ee ee ee 


Don't forget about Mobile Sensor Arrays 
(MSAs). These reveal hidden Nod bases. 


You can use the lon Cannon to smash Nod 
structures even if you can't see them. Here, 
the lon Cannon destroys a Nod Obelisk of 
Light, which was spotted by sacrificing a 
single unit. 


The GDI air force, visible in the lower left 
part of the picture, prepares to mount 
another aerial raid. 


Have a second or even a third MCV in case 
one of Nod's sneakier attacks breaks 
through. 


designed to be sneaky and 


unusual strategies that may 
If you do nothing but cre 


The loss of a few Power Plants coupled 
with the loss of a Stealth Generator leaves 
your base vulnerable. Rebuild both units 
as quickly as possible. 


? iust as difficult 


D the cluster ~ 


There are few defenses against chemical me 
missile attack. Target vulnerable structures (in | 
this case, the GDI Upgrade Center was 

destroyed) and units, and let the toxins do 

their work. 


eresting battle ai à 


grid I as y ài 
Lasers and SAMs are the best 

Even more so than against ; 
an additional base to maintain 
Power Plants away from you 
additional bases with I 
hidden. The best | 

power is 


Use a Stealth Generator to protect your base 
just as you would against GDI. Arrange your 
base to provide adequate space to place it 
and its defenses. 
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weaker, more vulnerable structures when you 

are able. Otherwise, send the chemical missiles 

at groups of units to create Visceroids that ‘ath 

further destroy the Nod base for yo d 
Chemical missiles also provide an 

benefit: once you strike with a chemical 

missile on a hidden Nod base, keep a watch 

on il. As structures begin Eno damage, you'll 


promoted to Veteran 
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cost in enemy units a 
units recei i 


jte Ability 
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utomaticallu scatters when in danger 
Automatically scatters when in danger 
Explodes when destroyed 
Senses stealth and subterranean units 
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GDI STRUCTURE SPECIFICATIONS 


Structure Cost Power Usage Prerequisite 


Automatic Gate 250 0 Barracks 

Barracks 300 20 Power Plant 

Component Tower 200 10 Barracks 

Concrete Wall 50 Barracks 

Construction Yard — 

EMP Cannon Radar 

Firestorm Generator Tech Center 

Firestorm Wall Section Firestorm Generator 

Helipad 10 Radar 

Hunter/Seeker Control Plug 50 Tech Center, Upgrade Center 
— lon Cannon Control Plug 100 Tech Center, Upgrade Center 


Pavement 0 Barracks 

Power Plant Adds 100 Construction Yard 
Power Turbine Adds 50 Power Plant 

Radar Installation 40 Refinery 

APG Upgrade 0 Component Tower 
SAM Upgrade Component Tower, Radar 
Service Depot War Factory 

Tech Center War Factory, Radar 
Tiberium Refinery Power Plant 
Tiberium Silo Refinery 

Upgrade Center Refinery 

Vulcan Cannon Upgrade Component Tower 
War Factory Barracks, Refinery 


Prerequisite 


T War Factory, Refin 
. Temple of Nod 

.. Hand of Nod 

[| War Factory, 

= War Factory 

A War Factory, Radar 


Temple of Nod. Hand of Nod 


fy. Tech Center 
rų, Tech Center 
ry 
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ght Infantry — —  BarracHs, Power Plant. Refinery, Silo 


Power Turbine Service Depot 


Pavement 

Power Plant 

Radar 

SAM Site 

Stealth Generator 

Tech Center — 
mple of Nod 

Tiberium Refinery 

Tiberium Silo 


Tiberium Waste Facility 


Wall 
War Factory 


Harvester, 
„Attack Buggy. Engineer. Rocket Infantry - : Nod. Power Plant. Refiner 
Tick Tank -Laser Turret. War Factory 
Attach Cycle, Harpy 
ery. 
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